


















COLIN JORDAN 
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THE MYSTERY OF ARKHAM MANOR 
THE SLEEPY VILLAGE OF ARKHAM IS HOME 
TO MIKE LEWIS'S THRILLING MURDER MYSTERY 


TWO PIECES OF EIGHT 
THE BEST BUDGET ADVENTURES 
THAT POCKET MONEY CAN BUY 


: GET LAMP 
DIGITAL ARCHEOLOGIST JASON SCOTT'S 
GROUNDBREAKING DOCUMENTARY 


DAYE HAWRINS 
THE AUTHOR OF WIZARD'S WARRIOR AND 
STRANDED On HIS CAREER & NEW ADVENTURE 


UNHALLOWED 
SPOOKY GOINGS-ON INSIDE BLERHOTRON'S 
SUPERB HALLOWEEN mini-ADVENTURE 





HE CLASSIC 


DVENIURER 


| owned an Acorn Electron as a kid. It wasn’t the greatest games machine in the playground, 
but it did have the best game of all-time, Braben and Bell's Elite, and one of the best 
adventure games of all time, Trevor Hall’s Twin Kingdom Valley. 


For a boy with a fertile imagination, and an obsession with the Fighting Fantasy books, Jwin 
Kingdom Valley whisked me through the screen, and into a fantasy world of babbling brooks, 
Forests, Orcs, Trolls, Goblins, Dragons, Kings and treasure! 


| played as many adventures as | could, but It wasn't until | owned a ZX Spectrum and Fergus 

McNeill’s The Big Sleaze that | encountered the same immersion with another game.A friend 

and | spent many weekends hunched over the keyboard, notepad and pen, determined that 
Sam Spillade would find the missing Maltese Bullfinch. 


I’m therefore delighted that both Fergus and Trevor feature in this celebration of classic 
adventure games, along with many other adventures and authors that transported legions of 


other kids to far flung corners of their own imagination. 


Mark James Hardisty, 2019 
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UNHALLOWED 


PaXef-bhah:] mud al—m ey-\el.cohcolomosmese-Flabhalemblesaheahbale mm clolonanatema-bnam-navemelanilonasyal 
in scary costumes, Blerkotronic Software released Unhallowed, a mini 

horror adventure written using Gilsoft’'s PAWS. The Classic Adventurer 
aq koles.ccMohal- hehe ale) al a)i=14.co)ugosal me lolosamcomanave mole hahmeal-mer-baql-m ise mualel. ae). 
delightful Halloween treat? 


| fo) aaat- eu, @s) elfen abn aa PAs), @r- bale m.VOAt(-valubncoyal 
Publisher: Blerkotronic Software 

1 DY=4"(=) Co) of -1 aul s] (odd. colu geval 

Release Date: Halloween 2018 





Charles Cecil's series of adventures for Artic Software [see issue 04] 
(oKoyaquhar-icsmeaX=mcoygaat-Loat(-mi(-t-acMoym s](-y4.coluceya mm \salcsamdalom-lohiccsalabnae 
sbabdgucsyqkersw-b aXe me(-saha=m\f- tom ol-saat-holse- Las hecwyA-) ab hea mle (=m Koy alelatac-ver-lies 
[Koksshale makelosq-mey mah aal-mcomdal-mey atl eke) m Dlolo) aah =t:) 0} (o) al-ei-m i] (ale ee od (141-1) 
Death and Inca Curse. Soon after, a friend loaned him The Hobbit, 
but since his knowledge of the book was limited, progress was slow. 
Later on, it was titles such as Gremlins and Rigel’s Revenge that were 
iVo}- To l=ro oy ahcom auk-w A), Gs) ol-leiu abuaaber-lCoyalerslol-maicomi coll @.cakoyisameleloler-it 
releases from British Telecom's software offshoot Firebird. 


Eis cola coyal ma aX-manccvar-lontc-yqiabia-m Mc -vaqt-yaalel-yanc-t-linmoniahale mie. ls 
Sy] X10 he) dome clap Col ahd amdal-Lmoyal-mioy mor-hicMenaual@ Manat: linia aat-at-\e(-temce) 
So) hi c- mh aam MLN -vo Me heey Yo | b(-] MmcY—-)-1e)-hy-w Dy -1i¢- Mm colomm obi hmellolamarciaal.<-maql= 

(o | DbhC-w-Towaahe lel ql: twda\-Waka-jm@er-baql-o blo Mm um My Col-1moymdal-Woyal- Mm a-yaat-saqlel-ya 
fondly were budget titles, which meant many of them were Quilled. A 
sgKzy aXe (-yq\qnaq\-W- MOs:]0M aid ale- Ml (oy- le meoym alole).qimer-haal-Moyamia-nalemumhateliplen-vel 
a copy of The Quill A0O6. I was fascinated but had no idea how to use 
hm of=rer- LUE lmetKonamm@at-\c-w-hahimlatcjaablequlolatcs 


By accident I discovered that in those early versions you could load 
forchaal=rw oy cole lelev-ro mi ‘sid amimey-lel @naltomdal-M-lollcoy diam Moblemdahicmi\shdalt-Mer-laqi— 
called A Spell of Christmas Ice that was given away with a copy of 
WKY etc Be-Vel-Waat-ler-VAna\- mm @paler- Wim ic-1M (oy-Lol-to bl om Mvole) aia. \el-Fam-lale| 
jaloabhg-roMoybias ale) miu oyd. co m-Valomacolt-maaqh men) 'saMey-\ylomnatiaab leis loyal-mce) 
1aX=)homaq\-me (-1a-je-Va-lo Mm Maat. val-(e(-lo momo) cole luke -m-meolehel(-Moymi-nhahtmable)eyival 
for-Naat=xwntdaulel am aghtmaatyqlotmole-\tc-rom-NaleM=a'c-yamaag(-roMmcom-1-1| Mey al-mcom Vit halen 
Software. They sent me a very nice “no thank you’ letter. 


J=\iCcyahaur-lihial im oleyelesaiar-Wey co) el-1 mece)ohimormy Me(-m@1>t//M-romdat-\al Mexojbl(ome(-1ar-| 
qakoyq-Mbi ota Comrer-1C-mic-) e-jloyau-valom-Mabll@qat-Vauet-ler-halem m-ltrom oylel.c-lomonoml Mal) 
Oj Vo) alow Ce hi(- ago ig Oc -7-1 Co) aan me) cole le kex-rom-Wat-halolaelmeymer-Naqt-cye-ll Mey 

s(\dah lod aWaic-)q-m ol a-1agtar anniv lem hale md al-vaMlenaleMeymer-kt(-Mol ol ol-ler-leKy-malemey a= 
(Veo hauc-yo mcomolt-nmdat-1qq Maem Gh '¢--M Colmes im \coyd ai tdal—yal mat-om aloo) ces-jol-(eiuht(~ 
audience. 


Bi at-hal.cuolluiamonc-sauhaaKomdat-hm@-laahaele(-moblemerat-have(-mmdalolblesamhan\c-lwaat-hahia 
many years later. In 2016, as a challenge, Blerkotron decided to 

q1Gb haem com abicwhalc-scoi@bam-loh—salgonccmiaahehalem-balomel-rer-hamcom)sgit-m-mcjavoyal 
fofWaqKsmoncyhave MyM al-m@15 01 / pmol aloley-seave mw k-liCoyi\(-1-sam- le mdalssaale 


BEL Kerd Cola coyal aC cole maqtieslaimar-Nii-Meiel-tt\-10 mage) gamaahimuli me) mr-Ncelbi alae) 
FYoh-1quaeha-s-¥s me loyammacr-lINm-y ai (onimrchaue-Kyiam- Lehi alan c-t-Mm Dib bale(-loyatcw-nale! 

1u coll EE -Valo Mm iar4-haobmat-yiComal-ati— a dcy- lI Aimoloyal-mianco) me aal-mm maquelel am eoyd-ii-yaq-rol 
Jot Fann oy mevoyaut-vaqyeleyc-Va'm-y-iauhale fmm sat(-yqm ale mmdal-ya-By-- aa mcel emia 
eYohig-rahabig-cmahdamqatorel—yaam-y-igelaler-we-rom mdqvoleledaimim’ eel (emel— 
Nahtoiqoriah ale mcomaatmvoyaqk-idauhalem- Meshal (-ct-melbbatet-voyal-w-lalemene-\eloyatcs 


Maat: Moyle ms) <-jo) alsa Ghalemc-VaW-Nalemat-lomloyqleméqkeyeledqiar-lelojbimuatanalemelb he 
Joyaatcidaunqhe mic-va'mal-Vac-Lan'c-bdal—cMata aM anim chaleMey mie her-yaqt-lquic-lmdanbatet 
happening to regular folk’ style. Adventures still weren't terribly 


jokojolble-Varvom Mdalolelesahmim Mevolbl(ome)cololbler-MoyaqtqidauiatemccHidhtme[ellel dhia-valel 
release it at Halloween it'd gain more traction. 


a aX—mer-baaX-pmepakephat-llnvaer-Ni(-roW@sU/M@al-lico) Ameo lite md alm or-ksem 4 

Ss} ol=cerg abhaqbam Malou-baaloynaloyal’ic-Fmonatelcsacje-baler-lolaya lon \ca.ccaram-nalemeakome-haeraie 
Telos galore mooie shat-lol(cnmy acy aat-ll end alolamcicelaiameyaaahbautaer-Raalom\andaue Mica 
oter- hake) akcw- bale molt-salqimolm oleyA(--e- hale mat-bag-lehi(-m Op ankoyauunal-iu-]\iamdala 

fo} ake pbak-lm \Conicsaqlel-y me l=r-Volbhalomy ict aabict\-1om-bakemd al-m oe) ae) (—re1Maic-Fow) al-1 Acre 


BS] yd cola coyal m bem WwW al-moyce)(-\ormjoyne-lil-rombamecovaqtel(-ralqra-ake Mibtimellohame 
atc Mgemd atomung aK come Com hay 1b Eu ler-pmal om aqvoyaldgtm-aic-lolele-U(cromicyaimc-yorlol hts 
Wale ay. la tx-yo Ml Meta) Com \¢-\-1,¢-Moleha@- hale Meyalhia-lelolb ian hb qeloyal-mncronm| 
1qarcyhepat-vo Mm aqhtAy-] 0m come ql-mir-Coimdat- Val ma \¢-ty aM me roynate mon el-mc-r-lohia-halemalegbia-vo| 
Mo WhagW coy an at-y aul el-llCon'\(-(-1q Men atic-r- lo Mm-> cor-jo] md al-aq Meaat-(ol-Mdal-mqanicie-l.¢-meyi 
1e-Viehalem- Woy g-t-l.am DI MAmurh gallo mbalvom'(-\-).¢-e- bale m Mum Me (ol menliue-leic-lo maida) 
fold at-y and au have r-mail c-mabat-linia(-r-heahialem@AsJOM ill M-yaloelelamcomnsahtce maelll 

for haalem 


| x-¥sj en Koya’ ie-h a6 Mcom-AONKope-balomccyaur-Leatc-valueha-tmuccta-maal-l.ehalem-molelte! 
foroyaqX=) o}- Kol and ah colores alelonmdal-mchaoyimcier-y atom i (oman alcicsy-re ma al= 
reemergence of Tim Gilberts, a reinvigorated John Wilson of Zenobi, 
atom a-iqengamoymivk- le pal-1uemeyes coll (cw-Nalom-Wacoclamhaltssa-s] a hamealomesityoyas 
Adventure Systems driven by Stefan Vogt [releasing his own game 
Hibernated in 2018 - see issue 02] and Chris Ainsley [using it to 
inspire the Adventuron system - see issue 05]. 


[Blerkotron] Stefan’s enthusiasm for Hibernated made me sit up and 
take notice. [...] When it finally arrived I played it for ages, got stuck 
Fale meol-youlo(-(omcome-l.¢-mia-\ey- Hagen ati <r. lo mm Mat-lom- evo) oy'moymOs clei Fi/m.alel.ahatey 
EVcobhalem-halemcomaqhtme(-likedahmamel-vecoyaahoyi(-remdal-mer-Vaq\-m elim key Ry Iai ae le 
fohKo Be gahims) ol-voia ab iagmoyal-sMm@l01i/Mel-t-ley- bye Vc-BrcNhaMt mee bledalmaceyale-iael 
Wale Moiccvichamat-(omeloyal-M-Menc-r-hamlolekeymelbhuaialemdal-mer-baql-mcole(-idal-yamal-r-1dht a 
BP esYoer- Vac -) aod aY-y- 10h ale m Bem ovoyaahe)(-ic-ro md al-Mer-baql-e- bale mdal-yamcic-hav-vel 

idquhal .ahatem-Vololbnmqahtmon)\saMmebicelal-\omo)qoy{-\o am mum bad al-y¢-M\c-Le-bahimanagl-mce) 
CC TB bao at(cyahabia-mer-haal-Miany sc Lwalo)) iam. laloml mdqkeleledaial Mexelbl(omalel—mdat-is 
VEN MA ald almaahtale lbw. lololbimacvanavhqvem-havomyhaqyelunatanqlemdal-M-p.qel-1al-1qleccm 


15} (<0 .colucoyalmar-Wsmevey aha cesauccromaat-Hahimeymdal-maabkciee-laloyaksmear-Lanaqvos-imalehalerc 
Wale mcr-bahvar-Lohiccs ahabhasmole-Mti-s 4M =) alexolU alt= d-1e Mambalsie-Balmek-t-ldalswe- (lel .@eyi 
bahtcye-Loughiahqiaay'aheau- Wm aqbnabicvoibl(cw-haakelonal@eymac-saalmcon—y c-naqbnaloe-balel 
qatchanholeltcicome-Nalemda\-meabljec-Lelolamermalsabhalem-ncolesalomuatanalemcomanalomudal= 
jake sahuntccsdok-halomalelebamecoyaaloyhat-luloyamio) am elbh+Al-\-mhamer-baal-tmi\aieamenaahicctol 
vocabularies. 


ELS .avolacoyal MiUhtmefey- 1 ol-ter-Vaq\-mcoMenc-y-1-wcvoyaat-idqbnalemiat-lm@eleldal 
FYohi(-yquabiqomichakcw-bale md alow-Voht- qiab baby eo) qveleylomevoyelloM-val(oniam Mom Aa malomablal 
ial | con ol-m-le)l-mromel(-r-Nahimcy-1-mi'dat-iand al-mer-laql-mr-bale-micolymcome (om elbhmalels 
| oX-w- 10) (“mi voMelo mam ol-rer- 1b -migolp mer ham manalemdal-Malelalmecoyaqleynat-lulelameyi 

a \Ko) do Lm Ma IU Cer. Tey Waccw a at-Wat-le(-teM-yauuhe-mer-haatocwmiiandam-War-Falenablmeyi 
fexoyaahaqt- bale c-wm-roMl Me l—fesle (rom come lon -».c-Lorlhimdal-mcy-haal-mmalelaim@oley samo 
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iqayqateytanale md al-mug-lohialeyat-l meres qahey-Ki- Moll q-lealeal-wmioymagveyiaiatem-hgelenare 
Wale md al-Meveyale\-jo)meoym- Mehaahic-ommaniccialvola's 


Unhallowed was released to the Spectrum community at 

Ike liKoyi\c=\=3 a oy aad a\- wey Ma @loi vo) ol-sar-A0N Kea MaY-mabat-l@er-haat-mat-lomeleicencen sal 
the target 48K machine after swelling to a magnificent 118K in size. 
Even with The Quill's impressive compression routines there was 
[bhad(=o)olakoyamolbhancomyi\ahtol amelcatc-l(ojeyaat-sal@com a/c 0) sor 


AVVahdakolb haope he)ablermamebale(-1denal-romdatcmanble(-mhahtc-rciuaql-yqlqusamena-r-lunalem| 
fofebaaXcmiaheaur-Waqt-baahaqvoldau-naqvolebahmosmantelameler-luhqyac->.qmdat-lar-le)el-r-bacve| 
hala d al=i- he qaQo)<j0) a= ekome1bhesyor-) al-tcmbaale)q-m-¥ Gham Com c-r-Lonhalem- Wm ale)'s-]Melii-) are! 
vob aur lohic-saldbha-} Ma Koler- hu loyaM-baeme)e)(-(oime(-1:(oral ol elo) alce- balou q-1:j elev alsioiy 
Nalem =p qc-sanssarccmicoler-lelbit-hanias 


REC ya Cola coyal MM at-Nc-Md al-M-jcolel a c-tj olen aly Ml at-lacrom aat-Vahta-lohia-iqlaenacts 

atc \igcvar-Vake MacoyaqMdat- Mob ley-1 a hac Km qahianaht-yahuloyam com at. \ic-m eo) co) el-14 

ro [-k-Youg hola loyatm co) ar- tw aqiblolameymual-miqtaer-Vqal-Mavlaauiueng-w- lm mevel bile 
manage, even if it wasn't actually important to the game. If you 
examine the gate in the first location, for instance, it tells you about 
the gate. The gate serves no purpose - it isn't part of a puzzle, you 
fot Wal aii =v amo) el-va humo md all-maahlesaimcy-(-1qqmaahico)(olbk-mmolyia@mhalal-liel-MelPnifom-) 
joyreiqehq-Meoymdat-mioyatcMnamelvimaahbaten 


IAA) gi my ag at: eyo) aqX- Esau hoy el-1meym bane) aqat-Lulovamdat-hmc-llmi cole! 
Yolaatcidabhqte @-lolelbumidal-moygolr-Ve fo) aut:iam aul Mini-mm qlicm ah l:ivey atau alt-wat-ley hice ahh 
jolts) axoy al: luhgtam (-t-m ole move bile Mexoyaqyel(-1c-mudal-M-yahuba-mer-Baat-mi'aidaveeie 
reading any of it, but if you want it, it’s there. [...] Given that the 

for haat-MotkonaMm@at-Mc-e-hahtmenc-Volaulerm mdqkolblelalmdahcm Morty salar lmieya 

Yor-y alot o)enlCoh bate m 


fam ov abi Cos-yo)o)ahimdat-lan'\celel(ome)(=1-by-maal-mcceaar-lohi-sahaeaom elon aijecme- hale! 
(o (ts) OSA om alow Corgnd ak-Land alom-1e he avo) amar-lomcie-bavcromi'ce)d.ahalemeyamci-a1(-34-|@eyi 





abso) (\aales) ol-yeis qbbaal-hcor-lol-mer-baat=tomy eid amal=r-lmepe-}o)ablerswmd als) q-mi\c-kmave) 
1Xosqqy ole hakolamcom-lelomilielinc-leley als 


BE 1Uya cola coyal M\ (ol mice) ar-Wcx-levoy ale Mal xey me) al-mu Me qaWablejoyijam-lmebcanianalem-balo me al— 
volo) (Molbilimhaicom 2/:W) Aw hc-Mepbiht-wc-\jealoah!(- Mey c-ye)qhlercmr-l.<-mblom-Mlelmeyi 
qat=vaqtoyqigm- bale macoyaamdal-Molhey-1q@ Mm \¢-Nalt-vomdal-Mer-baal-mcon ol-m- MiKo) aime ale) ar! 
joy Koqabhg-M ofole) am Volonhalemoylorqbic-\-maahielahamal-hic-maqt-lol-mimaqleyc-B-hejel-l-lihalem ce) 
Yo} qal-M ol-yo)o](-mm oLUhm Amy cole lloMat-ntc-maal-r-halmecoyaahoycoyaahtyhale moyaMmdal-miisanun ale! 
EValo Mm M-Vorcvolibic-lhtmonlolaMmnie-lalmconelomdat-imeameoyal-Moymaahtaqat-Hhamel—ilenamecer-le 
se Vou Com aat-l.¢-moyqat-idqbiale maqkoya--l.ahqMmcom qqlelel-yaqmnalc-y¢-Keiuat(-makeialeyal 

(Vaid athaMdal-Moroyaialal-\-Mo)m- hasta osha qat-\ol qin alm pom Ws lm at-t-10 (10 M- Tom gale (oda) 
memory as possible. 


halacotet-hiacmonlenhe-lmiicoydlo mass jualeihalemdal-mer-baal-mcomWAcs.@syol-reinaubaamisame 
id at-hupqahelelamoym- Mon c-hi\dey-\ol.eum Mal-mer-baa\cmi'c-kos ac) (<r-ki-10 ha Mic baLolbRMenkenhe-lt 
Koy aqat-hecmdat-lar-ll mero) kom ol-m-r-kyl rae) (hic-rombr-shalemeyal-Molmual-muact-latg 

EM CcHie-Lol(oMsaaholt lke) emo lonalomoyamdal-mhaht-)aql-jam coed alow lek-t-lnljem-ham-helebKe) 
ml (sexo) bi Kom ol-m (oy-Kol=1omhal comme) ahiscylor-lmaat-Volauhal-mnmeKstshq-ien 


si al-w-huc-squaloyamcome(-1¢-Nlemexolehelicromiaheamdal-meyakephal-lmo}a-saahks\-moymccronblerbate 
1datomicoler-lolble-hatar-bakem clolenahalem-inkoyaashalvomdal-molq-s\-saue-halesall al-\omel-blemonm 
Oh at ate tilo)/\c=Xo Miksw- We aak-t1c-3q 0) (-e-m hale) cole pa-baqhaauhale me- hale elosst\orts\-1ce-| 
qqXoel=saqu-}0) 0) coy- lol amcomi\aahuhalem-meit-l1:) (om tsp dar-lohi(-s ahabbaomt-Nanial-remiiandal 
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half a screen's worth of text in. 


Unhallowed strikes the player as being very personal; that the 
characters, places, puzzles and objects feel like thay mean something 
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example, is based on the house where I grew up — that was a big help 
when I was first starting out as it was easy for me to create a setting 
which ‘worked’ and actually felt like a real place. 


There's often a lot of ‘me’ in my lead characters but in this case I 
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Ripley essentially risks everything to go back into the ship and 
retrieve Jones the cat. [...] So, Shadow became Unhallowed’s Jones — 
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people who didn't usually enjoy adventures, which was the one 
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Nevertheless, given the finale flaw, and against some rather stiff 
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Adventuron system, making it even more accessible to modern 
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exercise just to widen the audience a little bit more. Adventuron is 

Loy gle Wahu Valo m@d qi afi \c- Tow: mena. lalal-luee-Valemer- homey aal miami bky-va0 | 
1K=t=To | of. Tol Moy qudat-mer-Vaqt-wicy-limm Momet-at- inal \moloamcomia-ler-Vbamiaidam-hahtg 
future games. 
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a conversion of A Spell of Christmas Ice] that will enable him to work 
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presentation and other features he'd put to use so well in PAWS. 
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I'm not sure what. [...] I don't really like sequels, so if and when it 
happens it's likely to be something quite different. [...] We'll see. 
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Using his own advanced text adventure engine called Worldscape, 
Colin Jordan presented the ZX Spectrum with a bumbling 
detective duo, a very famous five and a remarkable adventure 
authoring system for it’s spiritual successor, the SAM Coupe. 


Colin Jordan was born in London in 1964 and first encountered 
computers when he took a Computer Studies course at school. To aid 
with his education, at Christmas in 1981 his Grandfather bought a 
Commodore PET and they explored programming together, 
compiling small games written in Commodore BASIC. One of the 
first games Colin penned using the rudimentary language was called 
The Dungeons of Tharn. 


[Colin] Oh my word! [...] It was a sort of graphical adventure with 
typed - in commands. I seem to remember sending a copy off to 
Virgin Games back in the early 1980s. Needless to say, it was rejected. 
I might possibly still have a copy on cassette somewhere, but would 
be far too embarrassed to let anyone play it or see it now! 


The rejection didn't deter Colin, and he continued to explore the 
genre. Inspired by playing The Hobbit, he completed his first text 
adventure, created this time, not for publication but to impress 
his then girlfriend. 


[Colin] The first text adventures I ever wrote featured local events 
and characters [...] for the amusement of my girlfriend and close 
friends. They featured lots of spoofs and in-joKes that would be 














totally lost on anyone who wasn't familiar with the people of places 
featured. There were three of these adventures in all. 


That love of adventures, humour and spoof underpinned his first 
commercial release, called Flukeit and Blunders in the Kidnapping of 
Professor Mundle. 


Flukeit, as the play-on-words suggests, takes an obvious inspiration 
from the many bumbling detectives that are popularised in film and 
television, such as Peter Sellers’ French police detective Inspector 
Jacques Clouseau in the 1963 film, The Pink Panther, and Michael 
Caine and Ben Kingsley’s Sherlock Holmes and Dr Watson, satirised 
the 1988 film Without a Clue. 


[Colin] Flukeit was supposed to be an amateur private detective, not 
very competent -— i.e. It was a fluke that ever he ever solved anything 
at all! Blunders was just a comedic accident-prone sidekick. I always 
kind of had a mental image of Nigel Bruce who played Watson in the 
early Sherlock Holmes movies for him. The locations for the 
adventures just came completely from my warped imagination, not 
based on anywhere real at all. 


Once he had the premise, Jordon dived into the puzzle writing. 
There was no fixed methodology to the narrative construction of his 
first game, he just started with a few initial locations and built 
outwards from there, matching the plot and puzzles to each scene. 
What he did approach in a more structured way was the game's code. 
He began to write an original adventure engine — something ofa 
rarity in the adventure scene in the middle to late 80s with the 
ubiquitous usage of Gilsoft’s adventure writing toolset amongst indie 
developers. Jordan called it Worldscape. 


[Colin] My girlfriend was keen on text adventures. She purchased 
[Gilsoft’s and Incentive's] utilities to try her hand at creating her own 
adventures but soon gave up. I had a look at both of them [The Quill 
and The Graphics Adventure Writer], but despite their clear potential, 
found both of them very limiting in terms of the type of adventures I 
wanted to write. I found GAC in particular very frustrating to use and 
full of bugs. Neither would have made Worldscape easy to 
implement. 


What restricted the usage of those first generation utilities was 
Colin's ambition to go beyond the rudimentary non-playable- 
character handling that even The Professional Adventure Writing 
System offered, and implement a more native rules-based approach. 
He wanted to make use of his engine's in-built tables to allow 
Worldscape’s inhabitants to inherit the same abilities as the player. 


[Colin] The Hobbit game was obviously a major influence. I liked the 
idea of any character in the game being able to potentially perform 
any task. This allows puzzles to be developed which rely ona 
character's personal characteristics — i.e. physical strength or certain 
skills or knowledge that only that particular person may have. 


Flukeit also took inspiration from another adventuring sleuth, 
Melbourne House's Sherlock — both in the implementation of NPCs 
and the way that Jordan approached the design of the UI. With some 
intricate programming, Jordan utilised the top half of the Spectrum 
screen to draw graphics, and a neat proportionally represented 60+ 
character text display that smoothly scrolled any location text and 
command responses. A smaller divide across the lower half of the 
screen was to allow the player to input any commands. Location text 
varied in prose, but it was atmospheric and well written. 


[Colin] The major challenges were to develop an efficient parser and 
to cram as much adventure as possible into the very limited space 
available. This meant writing text compression routines and also in 
the later games on the ZX Spectrum, developing an extension 
language that used as little memory space as possible, yet could still 
be edited and debugged easily — unlike routines written purely in 
assembler. 


RAM availability in a 48K machine was paramount, and it was a fine 
balancing act between expanding the code that created the realism 
and capabilities of the intelligence in the Worldscape ruleset and the 
memory occupied by the obligatory adventure tables and text. 


iz 


[Colin] [...| Memory [...] was always a constant struggle back in the 
days of 8 bit computers. [...] My aims were to have multiple characters 
capable of performing the same actions as the player in the game. In 
designing a game, I tended to make some characters more animated 
than others. Some were static while others were freely able to wander 
about or do their own thing. I could choose what each character 
might want to do. One might for example, want to pick up and carry 
around any object they found lying about on their travels. Some 
limited AI was required. I couldn't have someone passing through a 
closed or locked door for example! 


Despite the shaky UI, several typos, and other niggles [including a 
very limited inventory that can only be overcome by stashing 
everything in the car for example] there's a terrific cast of characters 
in Flukeit, mostly taken from Jordan's imagination. There's Porkins, 
the somewhat abrupt Butler, a very helpful Maid, an asthenic Ghost, 
and a Cook who occasionally succumbs to bouts of violence. Each is 
freely able to wander around the game world in real-time — with an 
internal game clock ticking relentlessly onwards if you don't enter a 
command. 


It genuinely makes the game slightly different each time that it is 
played, with characters coming and going as they please. Thankfully, 
with some stringent playtesting it hasn't led to the buggy and 
“emergent” behaviour of NPCs as found in some of its illustrious 
influential predecessors. One randomisation routine though, in the 
grounds of Radley Mansion did seem to annoy some players — 
especially those fond of accurately mapping games. 


[Colin] The maze in Flukeit where locations could randomly change 
exits was certainly a mistake, I feel. I also seem to remember making 
a secret passage behind a bookcase too difficult to activate. I liked 
using the dumb waiter to reach new locations, however. 


After being released by Top Ten Software in 1987, it was picked up by 
most of the mainstream magazines, featuring widely in their 
respective adventure columns. Mike Gerrard of Your Sinclair levelled 
a few criticisms at the game, questioning the difficulty level of the 
opening puzzle, the engine's slow input and responses [not so much 





“The Hobbit game was obviously a major 
influence. I iked the idea of any character in 
the game being able to potentially perform 
any task. ” 





of a problem under modern emulation], those typos, and that 
“b**tard of a maze.” 


[Colin] I can't really argue with any of that. Yes, Flukeit was my first 
ever published software and I was very much a novice. Myself and 
friends were responsible for the playtesting. The Top Ten software 
label who put it out really seemed to have no quality control or 
playtesting in place at all. They really should have picked up on the 
most obvious spelling errors at least! 


When it came to the final review scores, the adventure critics did 
gaze beyond the technical and schoolboy spellings and enjoyed the 
game and narrative. 


Crash [who unfortunately overshadowed the game by featuring 
defacto detective adventure, The Big Sleaze, from Fergus McNeil in 
the same issue] commented that there was a “super little detective 
story just waiting to be discovered” and awarded the game 70%. Your 
Sinclair responded with a copycat 7/10, stating that “there’s much to 
enjoy” and that any buyer would “feel [they've] got [their] two quid's 
worth.” 


[Colin] It was of course greatly rewarding and encouraged me to do 
even better with the next one. I remember the thrill of seeing my 
work reviewed in the computer press and still have those issues! Top 
Ten were responsible for the promotion and review of the game, so I 
didn't really have to worry about that side of things. 
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[Flukeit & Blunders in the kidnapping of Professor Mundle] Colin Jordan's first game that introduces the bumbling detective duo of Inspector 
Flukeit and his sidekick Blunders, along with the Worldscape Adventure System. 
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[The Great Peepingham Train Robbery] Flukeit and Blunders return 
in a second outing that utilised the quickly improving Worldscape 
system. Peepingham boasts a better storyline, more responsive 
parser, mature writing and some intricate puzzles. 
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[The Famous Five: Five on a Treasure Island] Jordan penned 
Treasure Island based on the Enid Blyton's teenage adventure novels 
for Enigma Variations. This imaginative and engaging game is best 
experienced on one of the colourful Amiga or Atari ST ports. 
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developer St Bride's School. He sent an evaluation copy of Flukeit to 
the address on the cassette label, and eventually it found its way to 
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Flukeit was selected as one of its initial releases. 


7a Xa" eXo) o}K=1: Me) mad aX-aw Keo) om K-14 a1 (-1- bs -melerer- Fyleyar-liktar-Ne)e\-r-)molambaltcseatcie 
EN b Kora lo} amcsauossw-nalo Moral ol-m olelolesalasceyar- Ws d-r- Fey at-lolicm-baakelenalmeymaaleyal-aia 
There's also plenty of references to letters, and hints and tips in 
magazines which suggests some success for the game. 


(fo) hah il eo) ot val /ie-Ve-Molblole(-ialt-le)-] mmm Ma\-mer-Haal-t-ecyello mice) ey al him ay mops) 

=} Tod aa o) Dial ol -rer- LU RY-Md al =ytant'(-y q-Meod ql=r-) oMmUal-yimcro) lem Koy- lo lm a-yaqk-vaqlel-y¢ 
Yo\evn ale mig coy arr UCcm RaW AA Msyaqbid qos al-manaal-mm ima gt-Vol-moy altar Maal-r- Ki ht mine) okey a) 
(FYod ae r-Waqt-w yo) Comm ol biarcsallmagt-Cok-m—yqlolblefamaceyqamdal-wt-l (tm Comelehimaahicc-lhi-| 
nice high-end Hi-Fi system with my royalties. When I started selling 
1d aV-mer-Waqt-mqahtgcy-] tm Mo Moyac-yame(-1m@erolelemi-\-10lo)-Vol. mage) aqmual-mi-Val-moym@ell-1-1 
Koy am at-lhom/ahdamdal-melbbydloce 





“Lem = 


(Oxo) bbalesi-1m Kom \(o)d.mosaMitsahabavem-baleldal=) ar-lontc-sahquna-mcie-baahale mud alomat-heltssts 
(oK=YohbKeshale Mohblome-haXeM\om gNbl.c-thar-bavemnlGbhalel-secmacidehaal-omnamdal-sbanal-yae 
game, The Great Peepingham Train Robbery. The story begins with 
Ub N ¢ayh aco) alorou-lef-bhalct- Lapham abismevoyaquiopar-lo)(-m-1ablohtann\salcsamdalome-itsjelako}al= 
ah ake (pm @} amd atom o)(oni\(<) ae hsm bats} ol-1o1 Co} al wKoy-lol-samaceyaameyerold(-NalomG-hacmi ahaa.) 
oi bh aoe bl hiar- baqleske spo) brcmaal=stcy-\e(-m-l elo) bhar-hakeld al-saler- hime a-vereyaabaal-sarenhate 
that our detective hovers his magnifying glass over the sleepy village 
fo} i x=1=) op nakepat-baaMyisal=s com autcaicctcmar-(omao)elel-1om-muc-thae 


[Colin] After Flukeit, I was keen to write a follow up. I was fond of the 
fol ak: be-Voitcvecm- hale maqhimoscoleng-naahaauhave m-y.al lim at-lome(-si¢-](o)ol-1embamdal= 
sqatcrchauanqalomm- bate Myon M.dal-\/im mevoyello Maat 0.¢-m-Mol-inc-yay olomoymimdat-Hamdal-mala-ie 
release. The storyline just came out of my warped mind, like 
zy atad auhae M-1hy-Me (oy -t-y. 


AYA" A aX=sql@xo]tnainco)coum Ko)omd K-salmal-m/\c-tomi\oyd.ahale mosam-Mmaehadal-yaer-Naal-mmeatca'g 
sak-ho)el=ye mbhomdalomalesalecmcomolblolsyqmhem \shdaMmdabicmovoyahalol-saler-muaao)comanaat= 
was invested in making the Worldscape system even better than the 
mbacimme (-haalee 


7 


oo 


mm @ 3 


sil aX=yq=ma\e-bow- We alo) aler-t-lolt-mnaaheycontc-saa\-salashamdal-m-)e\-1-\omoymbayeloiur-bavel 
fekoyaqhaat-balems cy-bacshaleme-Nalemdal-ma-t-lGnenaal-mol(olel.qn/\- lm naloluorek-om-ler-beanmeyalay 
this time displayed on-screen in a move inspired by Philip Mitchell's 
Sherlock. A 128K version was specially created, with additional 
graphics and a welcome RAMSAVE facility. 


(OZo) tha Mh molerei bia cro m com al-M ive) adal-w Pye) .@eor-Vaa\-]meat-\al Mevolbl(o mony Msn alei( 
Jo) bnx-y at) oy-Cer-w coy amd al-Meone-\ola(erw-valemdal-yalmor-le(-mham-y-olamoy(oiqunc-Bagoyaqgmdal= 
additional RAM every time it was required. Therefore Peepingham 
(oxo) bICo lat: \ic-m (oy-lok-Moymeng-e) aulermi "aid alolbim-r-lel a Meoyal-m-r-luhqlemnalcomtc-lipr-le) (= 
iqatcyqqtey aim bE\—lom Koy md al-w-leiabl-lmer-haal-yolt-hie 


sacolepa-baahaquhale madal-ms\-1ero) ale mer-¥aal-m e)ceh'c-1em Com ol-m- Mel at-li(-sale(-mm@velenaks 
Waqloyhakoyal olbrsjalcrombhom-ler-uhalsimdal-muhaahhecmoymdal-mc-rol abate) loleaiam-havemal= 
exosaahaak=saucsiomham-halhaltssatalcai\ahaWehs}:16 (= Wo) my A.W Mer-havAbalomiar-ut 

i ad =1=) o} bale satel amie: a=» cex-) ole Koy ar-liatmonnnnleiblvar-halemcolo).qnaqi-m-lololbhan all 
saqXoyahdabsm coms ght-em han’ \c-low- We aqkoyaal=saue-|@-t-).qcomecoyalenaiel-merolebhalem-meiblsivoyaal 
Ye hiccsqugueaom=y ale phatom-balomel-meal-m\sgit-) a ce)i(-romhalvokeyal=e 


K@Xo) bhai MM aY-Woytere(-\-1moyco)o)(-yaqMoniar-b ani tMer¢-haahaahhatem-lmaqhelel aW-Fow 


Nechauccromnahvomd al-miccva'mubaqhaccvemagt-vaqloya'm-yor-Lece-uie-hit-lel(omm Ato) aim oyiacom ney 
Koy ble sai KoraW x1) ol iale sate req motivo mjbles-ie-valal- limi» amore) aayeyc-rryleyal-alem-Mcve) at 
fo} im oss{-1b Ke Lo Meroe l-Mi dah lol ameroyagl oyc-ss{-10 Mery at- Wham colphahal-t-w-Valembakjuqblois ley at 
into as little space as possible. 


fd a1=) ol bake ar- Teg Pan aid am @reluhatcm (oyake(-sareK=a'c-1(o)oyaal-yahmenaalom-nalomel-iaccye 
(oxorohhake m=» qel-sal=sqke-maat-lol-m- Mm aahecelalhaaloscoyic-tomer-baa\-mpnam«-se4almoymo)lole 
SV Acmexoyaqy o] (=p Gh ai ar-h alo ms) ol-1-10 MOS ahkoy ade bar-1C-1 hia Ko) oMiK-saMaiii-ycomal-hanale| 
imbaqk-haXest-lmoshnnlerbliul-t-m-balomelblitzemolonmoymaat-mer-haqt=scwaat-ba.¢-1mJ ale) agai ar-nats34 
its release in August 1989. It was a shame, as a preview in Your 
Sinclair generated plenty of interest with fans. 


AVehd aXe) ber. elble)bh\al-y qm @reluhalcole).arqat-Lac-secmhaicom abicmen/\samat-nalelcw-balel 
created a software label called Axxent Software. He took inspiration 

1m co} aae- MC=t=) al-Ke fom oby ol-meba=t-baamcom ce) aaam-haM=1(-(o1s cosaulom olo)omer-Nalomal-myic-baltcre 
to christen Axxent Opaque [more on this later]. 


(OZo) thal iM Wl av-wak-vaal-w ib Kime baal-mcomaqt-w-Valemeler-tyqmac-r-lintmaatscham-hahiauabiale| 
Neel Ma DEL end aloLb lod ahendat-hmexeyaqlosbat-iuloyamoym’ (ey con-w-Halem-jor-ilthale my-\-yaql-vel 
interesting. 














@xolbhaMcmepbduwalcsatem-laidal-muhaalsmmsyaubalca'cnabamDy- Malt i\c-bo.<o1-) osmale m-W.¢o1-3 al 
bahtoy ass) hand alomer-Naal=sW als \c- Fw oy cote hokoshale mmcyalom ie e-lanicchamoolaleglelehenates 
1Ke (=r- Koy Ko) ayo) (oh ecwnd al =a aal=tom- bale olbyAA\-1semr- bale ol-shavem-W.¢-(-tam et ahke Ms laiaceyalrtal 
J atom at-hakeksyomanhaam- move) ohm) am Malm x-haalelblcm whi(o a h(- Mo) aur: il baste Tbh d= 

IESE baXe Maio lefet--jabale madat-hamhan\coleliomaat-V.com-Mendct-lar-Keac-salaenace 


hunt \c-Yor- ba eahaale ib bpatem ogo) oles-siulolam io) a Gro)thabe-balome-¥.ehalemoyameal-moyge)i-\ert 
s/VCololcemaat=r-NaMmlbl.c-shar- have ml sub havel-sa-m/ cole llomol-m\-saqlol-saunalo mm iaidalelona-hant 
jabbadal=y qe r-baa\osM-at(-s ae (-sgabatemcomdal-molt-habaubalemcic-leice 





KOve) bh avi A \c-towr- Woy heecvox-) ola lor-1MF-Volel Lm dal-Molole).dm-lmual-Munaqt-w-Halom allt 
FYohaquigm Ma-y-lomamcvoyaqt-aiiiah-1anq-lipleie-laldhr@m elehm@-yololamc-r-luky-o mim 'eyb lle 
rhavel=t-re Me qat-Vic-w-v ae lo(-r-LM@e-Voatc-valabha-)Mer-¥aq\-mm@lepialolbihiam Mal-Ma-baqlele Cm a hi(-) 
gale LUuh Lo Mr. Ma let-y ahcyom-h alo m-Nejeyconie-lMoyimdal-matedahe-mako) (oly emo elm qo] (-t-b1-10 
Wale ms Ma al-aiia Meo mal-\-lo md alm el-lol.ahale mo) m-Ham-—1t-loltk-Jal-vemcvoyaantc-¥q-mF-Vel-lm vo) 
achieve this. Mike Gerrard, bless him, was initially a bit sceptical the 
forchaatom i cole lo M=nig-) aey-\-md al-maleiqhmormet-himi'sal-yaly mco)(oMahhgamormaah'molt-Halamie 
FYok-Volmd atm elolo) am olbnal soled al ytmayqulenaqt-WMAYE-Var-1uloyalcJin (1c .¢-1-1al-Leclele) ale. by 
they saw the game, and secured the rights. 


(@fo) bh aMsw- he) e) cey-\el amcom wh-bacoler-iccmolololursjal-yau-tablenaat-M\c-Bar-laleyamiirrs 
(oha@htc=yq Ml oh} ma bicwe a=lex-y quay o) bn col at-kc(-m oy mt- sy¥nW\/ Orel) ol-mevoyaq) olent-) eam Mal= 
computer, developed by small British manufacturer Miles Gordon 
Technology was proffered as the natural successor to the ZX 

S) ol=re1 sab haan c- hale (-mo}m aah los co)-yml oloy- bj unale mie) aaX-m o}-lol.ai\r-baok-mecoyaahel-halesienars 
Jo)Uhan/ Vand aM at-Nahicom-yalat-Walecio me pe-he)ahlere- hale mcvo)b hale Mu hun |\r-lo-me (elelemalance) ar-al 
FYOat(coahgoncom\aahts aye) coyakenl-saianhal-Mt-halener-le(-m-1ehejeloyac-romeyimualcmaloans 
foros aah olonc=yanear-harcvolele sala com->.qey-nalom-Nalem—savar-baver-mabicMen'\sal «rel abalelioleata 


K@Xe) tha Yc Valv-ro Mm Comenhic-maahtaciehe)eleyamcomdal-Mal-ai\aqat-olqbhal-mw.\mdal-mubaal-y 
able neat: Mic emeat-moyalhimaat-HiaMt-lel-lmeycelohblorhqle my .Wiu eau) ¢-V decom AUa C13 
atchavhe-|mdat-ial m-yeloyaqbuac-voméal-Mer-laal-mcomeal-vaqumnat-jolnq-rom ohimdal-w-leylaiqtmce) 
fod a¥- Wale (-Modat-he-Keit-ecmnaMdal-w Mo) com O) mi i alow ciate (om \-y qar-\oht(-yalabh dW ma-y-lbKy-(0 
dat haa Teele gam ceybl(om-lcrom ord mi i(-ll@imdat-molt-yic-) mecollfom-lkvom-y/ altel a) 
fol=ia/(-y-y aime atom qhengat-bamed at-ng-loi(-ya-mmr- liken tahave md al-yqqMcom-jo)uhmene Micon Mali: 
allows Famous Five to be played as a multi-player game with each 
LEW Ccyame-Viahale mabbaqt-w- lake Mevoyaiace)|ibateMankyeal-)movi'aqmel at-be-Vol(-) mis aiaioins 
turns or so. 


The plot for Five on a Treasure Island was mysterious. Julian, Dick 
Wako maWahaX-miicct com alelulor-hiabatemi\aieamdal-shareco)bl-snaMe-(ede(-m-balem al-iqelelep 
Sinhaqvoldahiam ={-yhalemnale|Ourssnehi(-meolabiteba-saMmdal-\\a-ha-ms\ele)amessmesau-bal 
Noat(-sahdeha-mm-p gelkovanalemudal-mal-r-bdehial Ghaanam kit-bavemmone-h) same)’ meal-mabenal—rel 
for- Ks dK=mo} alesis ol) col a Oh alex-moyamdal-miit-halommdal-aiaciaenaale)(-1omeya mele less 
Creo bhale medal=yqqmcomel-lil-ai(om-Menast-haneacr-F1Ung om ah-lom el-\-salankelol-vam- Rie: his 


ue) 


ohaatcantdalsy acm hale a\=mer-Foid(cyme- hale Mda\=\iaci-1mo)n mena elbhe1ehmelmeal-m 0) ahA-e 


(fo) hal BW av-maloniZ-] Bite Keb hgeyeksialeihta--Kyimcom-(er-yolmbalvom-Mi-pam-loht-ralabig-| 
Valo Mime) iCoy/\é-mdal-mollojmeymdql-M elele).ae|bint-Melloty-|hiam moloyammq-ver-limi-r-\anate 
fopbhchahtadauialem-yplosie-bauar-lemcyauid(cante-VahaMmncKmnantcolaccromhamdal-mole-\taccrianale| 
roy ime atmo r-Vaqt-miqhcojbcesaKolbiamie-me(-yi¢-|(ojoyaqi-yalum-lalem- le. mr hae) meal—Molele) <x 
iqat-lo(oe-ybn gow Mm at-lo md alow i \-1m (oy ad a{-Mel att ¢-leit-ya-e- bale mol-valolomlerimalel aim 


SJ abbalcate-babaMcwhanicolarc-taal=) qhem-nalemcyole)(s1e1ml eaten lil-lole(-miiolelcemeycehi¢-mcon o> 
rhahic-lubl-Ve)] (small ali qomiiie-Fow- Wl oy-lt-halexom com ol-maat-Vol-m\aieamdalsmer-haalowes 
difficulty. The books were marketed as suitable for 8-11 year olds, so 
als qomnii\e-Fow-Name)ehalelercm(<t- ham coniicNcolmitsananale mio) mdalomicolenate(-sar-salem ago} d= 
shal=y.q ol=yakosqQex-ro Myo) t-hi{-) ae 51 ONGMBA GR \¢-Fowr- Mgar-Labbanatemer-Naal-maqt-Nd.c-1um-bale 
adventures in the past aimed at a juvenile audience had limited 

iS} boxer =tstsueas qaKoss1 Mel .¢-1at mone l-mcomdal-menaqhacclomontsjelesst-le)(-mhalerolaat-moymdar-ie 

(o K=saalolepe-heablon 


(Ofo) Wha Co) ofovohi a= -livmciuhelelecNc-tom-bahiadauiatemcomaq\-Miolbn@ MN -KR-Nc-ha-muar-1s 
| of Yor: E{-meoy md aX-M-yoley{-voimaqt-\ac-yamdalcmer-baalomie Mtn conta Comat Ace Micolenale(-y4 
FLOKoh(=yqlex-wm mobColamar-Vorabr-lintmaat.1.¢--Hah'meoymial-moler4dl-\-mong-ljaler- lin M—-Tye 
Job hm ualqre mcom-vahibid-muat-yd-Mi(-1 dM vale b Leda melle(-re- hale mhatvoyaqat-laloyamiamdal= 
for-Vaql-mcyomUat- iad al-y'meveybl(oMl ol-Melar(-rom \andalojbimcolomaqielelamacelplel(—-™ 


Then there was Blyton’s Estate themselves. Credited with 
oroyahealolbionatemvcomdal-meol-ai(-llejolaqt-salm@oymd al-mer-baal-mi\t-lMe)al-m Dy-beq-il| 
AVENA Cas dian Come bop Kouabr-llaiaid alomaQe)(ol-imeymedal-malesahecw-lmdal-monaal-mr- bare 
(oK=tsy ovat md alow eats) ahuloyamdalcmatcie-lucmcmpanicolarc-syaal-salmneal-mhangubl-yavercmolamdal= 
Vaguabatem-baveme(-\skepaMntc-Kmabaabiccrem 


(O@fo) hal BW al-y'ay Liar. leyey conic lo m- Male l-leie.hel-m clove) celnalemeymadal-mer-Vaql-Mol-yhaley 
LET dah doybledqmmeyalercmedal-mer-Haqt-mr-tmeroy aq o)(-1c-e mm Maleata ala) am al-(e 
UCM aida lahiadghbatem Meme loyal-miaidamdal-Meolal-Ve-Voit-) cme om Merb (ct meaty 
cyccmat-VojeyimahdaM aha cloyaue hile 


Development was started on the ZX Spectrum as a testbed, further 
aiColatahale md al-maai=lotr-Waletiu ab icie-10 me (o) ale k-yor-} ol mcy\e-1 =) 0g Comin aleve) g ele) e-NK= 
virtually every feature of a modern text adventure parser into its 
engine. Pronouns, ALL, EVERYTHING, a useful VERB function and 
id aXom- bkoya=saalsyaualeyalcrom-loylunqya comp) sited aM el-1a/\(-{-7alnd atom oygele-leroyanisicmr- bale! 





Koyar- Mo (-1b les ahomelma\stjmdat-Nmbatelublel-romdal-meloredm-Nam slim -scom-lle-lolel-16mKo) 
1d atom oy-actoy amy land aime atoms y-W UMW alo Rote oyhecm ako) qomrc-vacy lei (cmdat-BaMd alcmore ovat 
sv{=y asp ovals} - baXe mh aleve) goleye-hk-rombalcomdal-melby+Al-wol al-Nhae 


Five used the ability to switch characters very effectively, and 
che hivanale moyaind alomcjeqcsalegdatce-bavemi\(-1-¥.¢al-t3\-1-o}md al-mel at-Nc-Kelt= aca ceaamd als 
book, certain were more likely to suceed when playing as Julian over 





PaWahal=m olc\or- Nelo Mo}mda\=sh an d=] (-NUAi-1ad-saQe Ld ak-pmoyaleytmolt-hianatem- lM ei-10)der-miisale 
sqatc yim at: Widow ol=1=) ale aaa) alorm ahd alr Mel at-be-Keats) adat-hamalcicomnaaheloyar-bant 
ihauo}aqaqt- loko} ama M ali q-m'\(-3a-mc10) aqK-me folole Mo) (omr-k-Janleyal=10m elev 4A(--mdat-lmerel ele! 
oy alk! mol=morey aay e)i=i¢-10 ml obi aca) anced abbale mol-ia/\(c(-saM ohgele-efevabiiecwhama(e 
ohbad=y qs qhmmcoler-huley alse 


(@Xo) bial We (ofole moby 4Al-e J aVolb lle mal-\t¢-yae(-Jol-sqloMoyaMeleseibiq-Movar-W id .q)ie-Vce 
sifoler- lel bIE Nai am Mat Necm'sahia MOLOE- LIN mn aQoliblol-w- MA t daopomevorqahqat-valem sahiolal 

fon atcha iol) MbRimoy md al-mevoygahaqteyalatmblrqrom- hale ma-vevolenahty-lomig-)del-e-alel 
fexoyaahaat-valol-maat-\ar-lq-m-(ever-yolc-o ll ohimual-Mer-1qq\-mm age) alolenat-mer-vae-meti-yael| 
and where possible should be recognised . ie. GET INTO BOAT as well 
as BOARD BOAT or PUT BATTERIES INSIDE TORCH as well as 
INSERT BATTERIES etc. 


Once underway, Colin switched development to the Coupé, taking a 
jab badal=) mom aaleyaldatswceyadal-mer-baal-mcomeve)aa\-m com sab bueloya Mea (-mc-ibbealcromconmdal= 
Ss) olaleid ab haa Mrobnaloyal-Nalem-lac-1aqyole-iom Com doa'c-sac1-m =) ale phal=\-sancieyaq\-meymdal= 
enhancements he'd crafted in the SAM version back to its less 





powerful cousin. 


[Colin] When [the Spectrum version] was about 90% complete, it was 
We | piled @t- halo m-\-\piam eo) colec-\1 Col ole) qui ia-(or colt comdal-BsY_VUM- hale Mover qane)k-1¢-Bit 
there - memory was not so much of an issue. It was a much easier 
game to write than Peepingham was - as a lot of the ground work 

joy cole ne Vaqhaqubate pantaty-mql-lom-lha-r-lohtmol-\-yamelolal-mio) a ela-aalolermer-Vaq\-\-eam Mal-yal 
based on the completed SAM version, the Spectrum version was later 
finished for release. But as always, the problem with the Spectrum 
Was squeezing it all in. Even so, in the end, to save space, I think I 
1k Yo mvom Col-{-Meoy aX-Moy ma’ 'com qaubatey al (oler-luloyal-mo) am dal-ms) ol-(eiu aun aa Waig-) a-)Le) 4am 


Conversions were written for the Amstrad CPC464 and Commodore 
(SY areola Mar Vand alm ol-iaccyar-nalomaaloyc-mublJamepe-Velaulomuar-Samdal-muhaanhc-romesnalelt-bh4 
{=v acy oval hyd qh lol aWo) aly’ mie he) eleyac-tomepg-he)ahkersmeyal WAs},@saat-(olauhal-) mM al= 

sq aXoys} mofo) ubs) alqrom- bale m ol-r-HURGRADNNAYmona=t31-) altaio tcc ecyloyakcm ANVaidalablesal 
oC=snhauhakoyaMl (oler-LacoyaM lllbkiue-laloyalsw-balem=p.qey-halel-1om o)by4AK-11 I \(-4-m oy-Fo{=10! 
1bholoyamdal-mc¥.WiVMnta-vacy lo) alr-baXe M\(- com ooyatciemcomdal-maale) com ele\(-1Giblm.Nela meee 
Wale m@xoyaqhqaleloloya-mabaanler-mexoyaay lbntst acs 


(O@fo) hha Moy gs ect Wiad al-me (-a'(-]loyoyqat-yqimeym-llmual-Mojeat-) marci qcsloy ale hare! 

joy coptale (-yom-Mevole(-mbtatale mio) amdat-yaqmvomyoyd.@acolqamm Mal-wt-Haql-me pv at mente 

J ool date al-moy Me- bale Waahlot-Wai/-y ey lo) ate Havomc-r-ll\imellem-bam-».cor-]|(-1q1a [eo] om mm 
ro C=k-sLepal-te M- limos md a\-m (oler-laloyamene-Ve) an lermioy ad a\-me¥.Wiy ic-y cs los aba ol Lance) ar. lil 
fo) d aX=y aat(—y gploy ah-yam =y able nqat-Mevoyaqhaahictyo) al-re moja al—1 a el-reje)](-mcomelomdal—yaae 

a Sd abel acy: Aic-ye Me qql-w- Kol meym ey dsd 


Reviews were consistently around the 70% mark across all the 
jolt haces aaqtspn/\audamcyongelalsshateiatanr- hcoleng-lelt-m Robs osha acatalca)\ecmeauaahier- Mm melaaar. le 
EE Wicchdohhale my Ay/Aindakeyolelahandat-larer-baal-mat-lom-Mmontsiuhakoleatc-m-qid(-mir- bale myc bow! 





i cat- bro) ah-Ve)(=m-Keatc-salue name Malomacaraloy) cos acmha Mm @1OmaUaabler-Waal-\er-PAbalsm\(-34> 
ahatol=sqmdatejoredamoyalhimenhiahale maal-mer-haa\<Wsoy mcr han ale Mi af At(- pee Ss a 
risky licence which has been produced in an absolutely super way." 
is} UhGm ol-squhalomedaXqm.ahalo my co)col-mmdal-ycomiie-bmalemel-sahianalemeat-handalcmcsal-]bmnnic 
for adventures was almost at an end. 


[Colin] By then Spectrum software was rapidly diminishing and the 
sVeahubatem/\c-\weoy amd ql-Wi'c-]] mm K-vol ah alo) Cole ntmelat-vale(-co mom e)im@r- late mom osha aloyaat=) 
fexoyaqh elbit-ia-Mebh:y-leyol-r-¥c-1om-Halo md al-M oa @ar-nalom aleyaal-Mevoy at-yo)(-\-Melolaqhhat-1t-re! 
rhatsit-t- Com bidal- leq qkes-jmenalanqauitcromaq\-vaaloyqia@-Valomat-teohe-la-menc-le)aules 
rYorex-](-ye- 1a lola Mme r-Vaq-t-m olmrer-laat-m gab lola aq veya miatol-lm-nalem (oct met-ya-le)c-1e 
ogi ate bm lromcom-Mie-lenat-huleyamoymlol— tw hale mhatatentc-luloyaMmcy-Lolkimmaaloy<1i 
for-WaaKcssw lon ie-lot-hiscwy-\-3 44m Con el-Moyalhimeleoiphos(-lomi'shdamer-l an g-lerhale mons 

J aYorojuhalem- hake Maat-\:t:7-Corahalemel-reje)(-m 


Sabir \c tom alelulet-r-1e)](-mbam-Sameonalel-scolvhaa-salmnaubanauhalemo\-saX-r-leamdal-mRobdeyne 
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reviews that critics felt that adventures didn't belong in the 90s. 
LObat-tJat-baak-rol\igmdaX-mcic-tnmr-LavaWaqhier-W.Verslosam-\onaahhac-lomcomar-lahalemedal-mer-baals 
[despite the review] and tried to give away the review copy they'd 
received in a lacklustre competition. In September 1992, not much 
more than a year after the ZX Spectrum release of the game, it was 
ophtccsae- Wiech me) alr- Wm Coles atcyhaXell-Bhateroh'(-1ae-lol-mm 3 aie paat- cw alo) elke) ar-Mci-) alcts 
o}mer-baat-rMdal-yimat-Komcielojandt-romdal-mer-baal-mua-leq lorem at at(-wv a AU(-) coMel- TJ alcieb 


(Oro) t hal =sahlepagt-Wmat-hiahalemcloyelesahmdal-Maledqhecmmel-reile(-vomcomaqten-e- hich 

sa covaqmeroyaalolenc-) evan ie heow-Nalem1t- Favre Mm \coyd ahalemoyaMer-haal-Maloy'am- hale! 
console games instead. I never actually suggested to Enigma it was 
Con ol-md al- Waka) @oym-M\-1a (pe bale m hal r-Cormy'oleliomat-\t(-moycolel-lel\tmiuablerel(-vemve 
iqatcl.cow- Me (-rer-y gum t-> aar-Lehi(-y alae g-Molb ime) mual-m al-». qm elole) a 


(xo tha aakonicclom-hiie-Namecoyaam-Voarc-yahabedcm-Lendalopanalem/\dal-1qmakcmeybatcremsya¥ UI 
software developer Revelation Software. He wrote a version of the 
oxo) ebb le bans) ol-leid ab haal-h cot-lol-mer-baal- wey ad. WMe- bale MBF \-10 MN )(o) dle ks{er-} elm ce) 
develop the SAM Adventure System [aka SAS], considering it one of 
Jabkcweuhal=jum oh colepe-baahaabhatem-Corabloatc-yaq\-squecy 


|e Kom atts akomelt-baksmcoma-1gengamcomdal-mi\oyd(omoym-lohtccsqlabhacicw-balems}ol-) alo lm anns 
ieqcromUhaatom elt hiahale m’\aidaMm-1(-co1s co) anlemepgeleyoW.¥.o.<-saim@jel-lel bln 


(OXo) thats ROLUb aye) abl Coy-foje) ahia-\w- Wey. late MEM Com oh colelblor-M-vae Mol) ee) geal 

=i NToiu Coy ah Com aque ly (om 'shdam-bamoycer-vahlombaic-m-|(-vaql-yah@-havomakol@c-lhimeyal 

foxes gah olenc-¥ ecm Comy-1e |b (-1qler-Mo) ar-Vae-bale(-m hm el-ycola-lat-nalemmil(-w-Vq-ii-y atmaatp lel al 
performers and there is always a largely improvised element to what 
we do. No two live performances will ever be quite the same. We 
Haht=y c-Korm Vandal at-vgeht ic Va-MoyaMcie-le (ome hd al-y andar WaMmeny-Moyectr-hac-bale(-yaqt-yales 
\egiac-yqmeoyam- move) aqyeleii-) a 


A(t (2M oy-t=y aime foyh ale m- Mere) bhol-oymmtg-y- lam alon' mm a-1(-)-L-\-10 m- Reve) b ie) (me) m Ga DI 

e Vale W-a-mc-valonhalemcomolt-him- Mecolene)(-Meymi-\iah'c- lwo) a -\'¢-al ic -1- lol alatg-r. le 

A (om CoM aVoy(iAc1e-bauh qe mcomolbil(ombnom-Meyimeym-Wiollfoy shale mi'ialom-lojeyc-rei thee) 

aNd atcha! come Commi qh (ol aue (cw qhlet-m co) mblw-Halom qat-l.¢-t-mdquicwy-lucanaleheiter-yahmate)e)en'g 
fos ol Phecmicvatm aie haonhatem-HaleMcy-lGkyatahaleim wey a qaloyd-Bhaliey aaat-huceyamel(-r-b1— 
YF cod ai Koy 20.0.4 -8\\ MO) 2) NG 10} seo) all x. lex-lolole) mmr dali ¢-Bom ar Aicce- Mey. hale 


page. 





DESERT ISLAND DUNGEONS 


haX=} een b kom bat) ol-(o1 co) au hb l.¢-shar-n avo M oho bales) acm-LeverleK-sandhys 
o) oX=s arm oles adalol(-m-hulabelamakel-mu-shal.ohalemaal-sharJangomea-licens 
Joy-Wts{=9 ake (oven @xe) ham ley col-VaMca lanaatsw-ls} ale) acm come al-melsticval 

ks] halo mr-h ake Me icw-llm@-lkoyalom land aur. m-yhalel (sm oleh ics aeclolel.¢-imr-nave| 
five text adventures for company. 


My five have to be The Hobbit, Sherlock, The Lord of the 
Rings, The Pawn and Sherriff Gunn. These inspired me so 
qqhbkelabar-halems ar-haqm-beq-muat-huneal-sq-e-G lim qosaat-Nhakcmaanelelalhalmd akory~ 
games that I have yet to find and explore. 


The Pawn was an adventure I never finished. It had lots of 
Ciel e-balemabeaMmdauhalermcomuhalommsys(-1eqismezoigia Mite: mer-baatew 
released on my own Axxent label that is fun to play. It 
sec bss alm ake) a-mo}an aah h aloe Mj alolellom-\elom 





KNIGHT ORC 


fameluel=moyam-hame)(om-\ohic-)quaeha-mer-he-lloleibl-mo) acerca Nksial (lo mcom- Ma \(csalQiaatacr- i ae\ct- hel aise} a 
Level 9's missing adventure for the BBC Micro. Now, after an eagle-eyed 
discovery on a museum website and the recovery work of the Acorn community, 
Gatos gt @) comer. bald o=m=34h(oh'4=10 mh aus hecw c-s:J eo) (-salol-sqha Rotere)(olbnas\,LOlD) suze lrolais 






















Format: BBC Micro Master 128K or BBC Micro B 48K 
1 BY-\+(-)o) of -) eam aU) 

@} ale shat-1@ blo) tk-jal-y ams ae-Bhalovbacmeleyaars-ba-m MiGel 

Original Multi-Format Release Date: 1987 

Discovery Date: 2019 


BaiCom-aiccsqhecmauble(-1aimbabdtol=saler-iomdal-monhq-co1skolameymedal-ms} ahersial-lohiccsanuenas 
game market in the mid-1980s. The first was the arrival of 16-bit 
iqXoyaaK=mexoyaay olbhc=) e-mecoyaaWaur-bam-nalom @xvoyaqhaateleloyq-ma->qel-halebhatemudal= 

fon c-haahel=romitcoyd.ahatemaal=sqqvoyatmuat-iaat-lom ol-\-sal-hie-bit-lelt-mcomstaoyne 

jo) cole pa-baghaqt=sasmcom- me aabhavedl ofolereiunale mos WA, Gm aUroyalerslekomdabicw-lekeshuteyar-ll 
50.W\U end alsmow Mee Nalomauaahier-W-lisvomcsr-labhasom-Moleblicaha moth) q@ongatc-mm i salssacr-komnal 
id al=m oy-ksj uss) Gh ORS) aMeK=a'4-) (o) ol-) -Merolellomeyal Nim Cole). aoyamishdam-saniaiar-LalOrs) 

(exo) aah ol-babl=1su 1b Kol aur- Kom babcoleroyaqm=y.qelcoshuhale muani-mu-vol au alelcole arama a= ole))\(-s ae) 
sq haXe Coyaalter-Cove-1-}-m qal-ronr-Wnr\sanlol a mene-baahaqt-io mi \shdayA0le).@smeym-lohcralabna= 

(o Fe. oy aa Coler- Neko) amen c-¥c)anletcm’\c-lm aloha hal ealcsnaene-\:} 0m 


si alom\-cerey ale me d-saaley aer-haakomhameal-m co) aaqmosme(-a(-](e) el) a ivk- le patie lemeyes coll tcp 
They were the first British company to really capitalise on this 




















[Above] This sumptuous picture greets Grindleguts as he awakes at 
the start of the game. Level 9 use a neat dual screen mode - split 
|oX=](o) Said aX=m (olor: lakeyale pa-} 0) ahlonm M al-m co) om i-mda\-ms}5\Ou-m Kobrere)(olbhallen iy) 
1q=rsYo) LU LG Ko} ames ¢-\ eo) abker-waakole(-m-nalemdal-mt-y. dm hwnam-mablefamc-crelieheleyamaalelercn 


THE SEARCH FOR 
THE LOST ORB 


AVA aWIESj aRY-r-h ced abhave mdahge)blesal-We-baqeyme)(oml s} 51m ii bles comont:).¢-ai—> de 
Superior Software developer Kevin Edwards stumbled across an 
1bbaXeColeibhaaX=sauusiom-Lentc-)ahabha=mer-ll(-1emeY-)-1¢el¢ mre) aidal-w hel-1mO) sep 


IN Kooy aX=m ak- lo M=ac-) au al=r-N a0 me) m hao} as .cal=a/\mi'savom at-lomisahac-sam hem olbianne 
Yoroyqah=ie Mm Kom ol-moymexosaahaal=scost-lmeler-luhqiam M al-miolabbaamdand-t-lom-hatel 
fo bEsYou BRst- Loy ain/\\dal=sq-mrcole mer-baMmelo)\aalcoy-lom-haleme)(-hymeak-mer-naq\-mish 
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seismic shift in technology, and their first game, The Pawn, released 
hal holo lomeK=are-Fo1e- Necro md al-moroyaahel-1enekopame hm@el-luhtc-sq-1om- ham babketeroyaatsel-t-lanate| 
jeoy- hayes meroyaaleybal=romiahdaM@t-hi\srebae)e)elnalemena-he) ahletsmadat-Nan)\ccsacmcyo)k- FJ alqre 

Kon ges-tcM oat iosatanaat-ler-VAnal-meceié-sar- hale mere) aay olbat=) a) alo) ome l-saalolarsieg-1aroyal 
\qqk-(olabbaXmeabcolblesakelonmdatcm (halon 


i aXam acca esit- he) el=1e merle halal =i aphalmd alow r- les Moymdal-mbn alent: oloncso ml Ghaletmeyi 
Isyahabvau-Vohtccsquabbahave muIn-a'(-] ope halemdal-mor-NalomeyMmUliehgeyhale moby ossie-haccm (cre obs 
PaWauhe-Msyhqelt-beandabacr-le=sal-1em Comel-1dqhaopa\-meal-waNerjehalls) cold al-) c-m Kom-lole! 
insult to injury, Scrolls were fellow stable-mates of Level 9, having 

| oXo) daMesske paX-1o mee) alu c-Kolecw'aid aid a\—modat-bakcyqak-lecom Key ahian.¢-beale}hcomcomesa-r-ht— 
games for his [reluctantly!] self-titled publisher. 


The Pawn came along after Level 9 released it’s first games for 
Rainbird. The rehash of earlier releases under the trilogy 

oxoy aah oye Lule) akm¥/=171(-) me) my Dy-U a dale-iom- bake Moy 1(ee) aly D)¢=)-1eet-m (ole) .¢-10 me) el-fe)K=1¢= 
Fale mo)(oted at-iannamexo)aqher-Naljosanm Malm aWeklahalswa-r-lbk\-1e mel bnlel.dhimadat-laicomat- Ai 
datomhaayoy-Coimdalcarmn\cchahcclomnamdal-m Rotdovnapaat-bd.¢-imndal-y\mat-lomcomel at-bale r= 
ohhdsreruKoyaber-balemudal-shapal<p quer-baa\-wm Galle seta O)commel-ler-baat-meakcsn am aqvossit 
ihaaycleyac-bale 


Bom abhadal=) aed at-litssale(-mucyamr-Vohccsaluena-mug-KobnalolaMehaW@alle/¢lmO)comual-ymer- it 
1dal=m oy cole-le(oyablsiar-ksMe) al-mo)imd aloe (-vanc-Mcmae-lobhakopar-l@-lohtc-sact-h alate cole alsa 4 





1bhayo)(<t-bst-b qual ©) commcy-1 ar- los cos-}-Md ah asi-m o)-NaecMey mic Nayahale Me hhasleibluatam O)comi\(-¥5 
joLble)bEJal=lomosamdal-mom Mr- haem aWaahler-M- haem oloyac-1om el-lol.aivomdal-mstdovhapaat-Nd.cait 
with versions for the Amstrad, C64, Atari, MSX and ZX Spectrum. 
There was the expectation of a BBC Micro release, as Level 9 had 
lol-{-yalm able {—m-Jbh 0) eleyat-) -Melm alma Qeve) galaat-Korauh alm olenaunatem-ai(-satmer-baal= 
Uh alalmdabicmoloyhalmoyalvomdal-m@r-naqlepalole(-maqhlos comm oleanhial-a(-sar-baaha-reb 


[Mike Austin| My memories are extremely vague. Knight Orc was 
released via Rainbird, and I'm fairly sure that [a version for the] BBC 
IVER Cy aeiieh sale oy-Vameoymdal-meoyalenhat-lmevesalac- lem 


si aX—m ohblolursabhatem c-1t-hukeyalsJanhomontseant-rene-hc-romitsal-saMm key ahvaat-bhalesncommdal= 
ohahiabake mo) corm-bavem-saudahorcsr-lyaqmol-)auhavemualcmer-baal-MC-sammdal-meveyaahel-bahys 
NVohdalac-Whaloybqeme(=j0)-baczlo mm harc\-\-saa\-re meat. lar-hahia elesstyi0) (=m olt-hamce) and al-m }51@ 
IbKeos Commi (<3 asso amosmy Galles aim Oscomi (sai \ahdals auhaataM al-mal->amerosaaheyit-huleyamnal 
1d alyh ap aailct-bs{omsiod allo lb K-ea Wheel omom iy E-lenl aai\e-tomebge)ejel-\om-halemeal-meveyaheg-loit 
VccRoM Coy gaa Nhar-N-ro monvmaahender-lm-leng-t—vaat-sahe 


Time and Magik was published by Level 9's next publisher Mandarin, 
Wale mbauealeseenateia\au- lls} 51@m \UbKercom'(-) ese) al’ \c-FMe(-16Ai(-3 4-10 ml s{o] oC 10H abN OF 
The Mad Hatter, commented in the February 1989 issue of Micro User 
that “the positive reaction to Time and Magik encouraged the Austins 
to re-enter the BBC Micro market. We must ensure they never leave it 
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again.” And encouraged they were, as Level 9 did return to the Beeb, 
jokeyaunalemi-taler-)(o) mi (oyaver-m-ler-bham\aidal\e-Nalot-hanal MuGzeleyegi-mac-lalelog 
halesateMcw y-Cel.¢m- bale muhat-llutmeyer-} el-re/ alexi a 


But what happened to Knight Orc? Rumours of a BBC version started 
Vos aati qe(-myiahdamdal-mhaler-jolekosamolmaal-wmnalt-saq\-iemhameal-m-r-hdaarAeleless 

(o bEsYoub Rc}: (o) ako} aMc{=A1<) ¢- 10s} 3] Om KoyabhaqtsMor-squed-ie moval: MM -a1(-1momer-1e-llolesbl=) 
joy eCercmurcjmidat-han/\e-molebatel (=o Mm \ahdal bales alo Mw at- (ol. ¢m Oh a melloy-{-mb als} ol-1e1aleyal 
there is an entry for Knight Orc for the BBC and Master retailing at 
£14.95. There was some suggestion that the price list was erroneous 
| ro) aos Co)-}sby o)f- Lake) aaamer-baal=tsymyolele) bh al-y emcee i Comsy- hic-meyalm o}aele hb KersKeyal 
(oxossj tom oh} Moy ghalanatem-Mcyhalei(-Wi(-) e-sko)amo)mdal-mnatieqblolacopalsmiey magne lauheli= 
computers - it made economic sense. Even a single version of the 
lolop ar-haa\oya.annic-kom- makeyaqaMn\sieamdal-molt-lukosaaamedat-bale(-\oMeh\mdal-meri-moyar-| 
S10 ee 1Csre plor- ll Aya o)t-Ker-re mmm qah-Vorquh alot) ol-1esh nomi lol.¢-) aco mevoy!(-) adal-meyalenhat-1 
joy ahahem@)al-llimts-)a-sloyalsmoy im @alles alm Oj germ (oy-lohbalem-balomer-haat-yelt-his 
instructions are given for every conceivable platform — Amstrad, 
Apple, Atari, Commodore, MSX, Spectrum, but not the BBC. 


DE: \\(- a nw cer-Kont- hala Kole) d-mmcolonalol=) melmdal-w Qe) sabres el-saltcemele-Nh aici mace 
Hell website and Stardot forums followed up the threads by 

oxo} ahe-Koushalem cloldaM\/hi.¢-waUbhiaham-balemd alos} 31 @mni(-) e:solamcmelolccsaler-l 

joy cole pa-baahaqX=yau hyd atom at-\ol ol-\-3alsa-s<) ole) atssle)(- mio) and al-meraloyesi-wac-talel-ymr- have! 
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DR =3 ad p.Weoreyaaheoy-hatsvoyall ol-ia/i-l-vamd alm al-a) as} 51@ PN oley'(-1 Gat le faim Os comm a{-}s] Om 1t-hyac-to] @A'(-¥ 4c} Loyal. Lom colon avemnam-laW.Ne-Fa 


IMbKos commen g-ho) ahlermacoyaamdal-m->qey-balel-1om-Nalom@ Uke Riucs4 TohhaKoyqmeyimdal-mer-haak-maloleri-\om-imdal-m@x-squed-mKo) am @xolaqhelonunale Ma hiivolays 

icy acsKovaMmN-simexoluehaabale-balemdal-mopalephat-l@cver-nabalcre [Picture courtesy of Dave Moore] 

Cforohng=aim Dion royau-haai\coyd.molameal-wauaauler-Mmpactefant 

fore) tb haqhall p 

Lancelot ports] Mike Bryant. In a tantalising reply, the Austins and Master 128. This [led] us to believe it was a review copy, supplied 

Bryant insisted that the BBC version was never released but was in inside a retail box that happened to be for Atari computers. [...] It was 

existence. After a promise to search their loft for the code, immediately clear that the disc was the real deal.” 

(kos aah aque nabker- lakes akcm-yale(-10bmr-halemual-mocoyahi(-act-1uloyalmonghaccrom halve) 

obscurity. si al-mepcejoyomer-ba=sabllhyapaat-bat-le(-rom com- col abhic-mdal-mobl}.qm-.auc-Lo1snalemoleidal 
SH Ke Katmai gig ey Ler- | Moymd alow =\1(-1 cM 3} 3 Om aq bKorcoMelbr-lGako)aaal- diame) al-mcoyadal= 

[Mike Austin] I think we probably did [the] Master version later on, FVohict ahablacMor-it-W-Walomdal-Moldal-varc}lol-Movoyaie-Whaunavemdal-mcoler-lauloyamene-le)ablece 

jocexscylolytm- havc al. e-Wualoyacemoybll(-(oMolpimoymed al-Mer-haal-im ob tyhal-wi-mmd aloe letall The game probably was close to commercial release, as it has it's 

can't recall the details. (oxo) oi fay 0) <0) ¢=cous Ko) ale-Leiwhtc- (216 tema 14 ab Kol alm ol-y dar-¥ lcm corel (om el-m-yo)aa-isahhakemudar- le 
bicckomoy al bias aat-koic—) coro m- hand atom (-\clanqqunaheaccm-n ale met-sar-Hhal\vaavo)ale\-mbam- MC] mo} 

| r-Foja Kos a'c-Nao mcom ale) qbk-atarA0N ho pe- have ms Ma\-m@1-)aheq-mie) am @reyaaheleianate, review release. 

| hEsi Koy aim k-Moroyaaholenc-yanaaubls\-1bhaal or-F:{-1o bam @r-baaleyacele(-Jini\(-ya-mbamdal= 

|e) coleX=sst- oy me- Hod abhrahale mu alome-he-tjar-lolonhuleyalmcomdal-seaero) ((-\eru ley alma Dibbanate| Richard Hewson, an advocate of British adventures and former 

the process they posted a note about the Atari version of Knight Orc 5ecWhaloyhaem=saahe)](onica1-moroyaahaak=salcslo mae MabicMicmc-yaahalom al-aitecw- bake m-Mmciie-haatssane 

in their possession. Included in their retail game box was a 5.25" disc vomdaX-mat-baemi\oyd.@-balemel-lonler-naloyalmaat-(el-Meh\mual-mevoyaqhaqlehaniqyau mam 

that was labelled as being a playtest copy for the BBC Micro. At the LO bahcoyaqubat-lc-latam R-atc-]mcm-b atom ¢-Bhaloyhqomat-lom-leasr-lenimel-baccom ir hiacmi\sal-salel 

1UhaqK-me atm aanblx-1bn eal ar-lo make mcex-r-Mmudat-lmdal-menkvomecolelromeolelc-raher-linmeceyale-thal joybaX=re il K=1(-\oros aa teyos neuen mat-hic-m aloldabeatem-hal-vere(o)r-lmcom-lolomm wKoyii-a'(-) mina a) 

Tohaat=idabeate mdat-hals} 51 Om \/hlescom-saleanblsyt-kjecwat- (om (oyalem ol-(-)amci-1-8 dol abhale mole orb hao lbsw- Fm com isakosagid atom cctime bh} .qsaaqhies ahamat-hr(-moro}aal-maceyaa Mer lmaants 

Wako at-iauhanr\c-tow eae) ey-lolaimdal=meyalhymece)ey\meymdal-mer-haal-m (cs ham=y on1t-salerce (oxo) i (<F-Yo sbi =toms at Aicsms Kole ¢-yere)i(=1e1sohamey messiah ale mud al-Nunic-y e-slolamol-Yol.anhalmdal= 
day so presumably this was via the developer's end of things, rather 

Oi atom aque lsy-10baaMcmy >) olsshC=m oles-jar-lelolehamdal-m Galles aim Oscomer-baal-mer-iblesalmdal= idat-balmeatcm olblo)ucs al) acm 

Say (cMoym spd ar-Lohiccsauabncom- Led ale) ar-Halem \sant=) a @r-ba-1d al a hcel abies comm \sako Mi \r-Fs 

Joy con/VésshaXe md qlomet-sahucoecMeyaluhalom- baer quhi{-eil (wb q-jelecj(-10 md al-mnanioyaaar-1eloyamnal I Gaile sei O) com d= aak-bhat-mo)al-meymdal-maalocjame nance |Olom-lont-sahaoncocMoaiye 

Mad ahacr-lomoyaMdalcmole-baelelmceyaunaqtce- hale Mianlepannc-romaal-yaqvopal- Molmaal= joLb le] bKsaXare bar- bale Mo) a\-mo) am I-\1(—) Mc Mcw ol-1:) Oa hms (OlU MO) i's ale- bal». oy-baleK-ie mopalephar-| 

fo} ake ph ak- | mon EsYoubkct-3 0) al 15351 @m bles cope) ar- Ws \UE-\c1¢-) emo) ance Raventamolt-hianale miat-mdal-maat-\eplomoym-maqkole(-1aa) 
aque tchuoy audaX=sal al=r-Vom com dal-mele- hae lolanceyaubaatsme) and atom R-a1¢-] Bom \UC-yaqkoyarll 

IDEM (<a Koloh q=mey aler-m-ler- hha oylel.¢-ro mon omGaK-mhahtc-sierer-luleyam\ahdammeal= a 1Vcc) OSHA Moma Vd aX os acmd al omer-haqkom at-kcm el-tosqleaar-\olom-hie-bit-e)(-m come len \salloy-lom 

museum, and it was several months later, in September 2019, ata PNwKoy md al=mevoyahuhahonnalemhaic=sq-\-iqnbaMd atom i-a'c-) MoM o}-lol.qer-he-llolei-madalome- Fit 

A OTE aaKc\o1u hale Mo) im- baw sero) amv elem s)>1OmOl\-) al Gs colenomel-sbalemal-lcom-ladatmesaleccy word is left to Mike. 
ry Wik t sivdat-¥all BE-WiUce- Valo Mat lMccllConiim-yqel-saccmniciccM-lelt-MCoMra(-anamdal-Menkomital 
he a an jexsyasyeyae ALA CW ND EL ahh hake -y-Nyi mocole) Md al- la ol-veye)(-M-iallm@e(-m-.corlc-\om-Vololbimdal—) 
ca titoeas A (I on I 
ee ee tt i thals : games: 


Cl ee Fah Posting to the Stardot forum Dave commented “It [...] contained a 
| ie tc: Oa ab balen cove pecctciars} aXc\oimid at Nal at- om el-t-salmat- bale tuaat-td.cclom-tcwol-tnate Moy adal-m 5} o1@ 





24 25 














rm 





he 






ee Mo et 
Sen 2a 
je ele TL 


| ee - ee )  e: 











SUBSUNK 


Firebird, 1985 


LO fsb ate ay i Vom O15 rll Pe k-1¢-s am Koya c-nalex-moleblumeholoyamanicm-y qel-ral-salecmiisenanale| 

1 .4o) oXorr Gti a’ ak: baur-} olorer-1h'g elu omvorl=y qler-maloieoyamr-l(-melme-baahey-le phate m ce) eloley| 
Koy md alomsy ol—rer dab hea mOveyesyoletatateme-helomaat-ler-VAhavom- bale mel-luhiccsq-vemoyolekib tal. 4 
for British Telecom's Firebird label. 






As the title of the game suggests, the player finds themselves alone, 
stranded upon a nuclear submarine after the crew is taken hostage. 
With the vessel scuppered, it’s race to be rescued by somehow 

ou qQebh ale m-Monks1udottcMslepat-1m Com Oleh @ Meh acw- Mi Ccsaki-me-lecmdahcolblelal-haolehale mols) 
oler- haley al-ymr- lime (=1Yer ghetto mn) \andau-bausnaQena-r-lyhalelatarelt-1bhsiaqe)e)alolescom-naleme-lone 
atcha c-1Ga'(omam Koy aah alermaqt-hat-ler-m come ahge))\mnamcvo)aalsmolat-lik-salephalemeleyaAtiy 
fo) bhund atcatar-basme hale atom aqt-Whaln'\(-1l@ oy-let-ro mn alemsvoyaql-1anaal-tcm-nleks1om eo) Manns 

oh qatcaidatchamat-\elat-y4 haem aunaharcyiejc-3 qq 


Subsunk may be a very early and crude effort [especially the 
UUGGTS\a he Koyats) pmo lohan han a-yaat-bhalsw- Wr: htcolebant-muhdc-mikoyanaat-bahiqmel-vhalemeyal-eyi 
1d atom ab ac) mer-baa\-\sMoymdalcmer-sqb acme at-Nundal-avacjol—yahanealcse ay ololel.<-imaqvolal-y mova 
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Faw UE-Foi(-3 a0 cos autem oyc-saqbnbbaamelbeloler-ialt-lel-lmdat-lalnler-yqler-romUlom eso) (o 
properties, Americana released Scott Adam's Questprobe adventure 
series as part of the deal they forged with Adventure International 
LU} \@ircy o} (ola eat lamicr-habea-ssme a\-mecele) (1:1 qr at-he- leit) ae) md al=m olbhalel ab-halem ts 
joxsydat-hessmd atom ol-rjar-lohtccsahaehacmi\ahdalcyeyaal-m q-rerolepanlsy-le)(-me-halemeelolehaaell 
(opg-he) ab Kerspmeceyaaleynal-omitaheam- balmy qlat-haler-rom ol-bac\-sembamdal—mer-haalmmdalcmoltaii-ig 
takes control of Spider-Man, Peter Parker's crime-fighting alter-ego, 
as he takes on Mysterio and prepares to save the world. It was well 
Voy ad aime aX—m<y qak-llmed ak- bake (-mcomero)|(-olmr-Mepa-r-lar-lohi¢-salaen ace 
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What mext? 


Alternative Software, 1987 


Roger Hulley’s Pontefract publisher Alternative Software established 
FW qa) ol bhe-1ekolaMKoyan d=) (ar-kyhaleme[br-lbngimoyalephat-lm-halemastag-i(-r-Kiomobd onhe 
adventure games. Excalibur: Sword of Kings is one such original 

1a] (oreR oma coy aaMe k-Bauesyaaadar-Nalomrs) ar-HehaWy\/(ei@1\on comm hm clolauchiacmdal-mr-whararel(= 
(ohm @r-haqX=1lolmr-Nalemy-sqXetsme Kom o)(-hi{-) mosau-MeLbC=s1m Com aai(-t-iom Ghalemawadaleng 
who has been imprisoned by the evil sorceresss Crania. 


SM ateyblolamdal-mer-baal-micmalolmc-penalemelacmi-llGai\senuccsam-balomet-lelqoncocmeal= 

lu aqkeyss 0) a\=34-Me)m- ll oh) saree) alm =) ¢- me) mel auhie-lna\mmel-baaks-1tcw-n atom @ablesalesmeymadal= 
1SXo)U hale Mm k-Vo) (cme hac iti-1l mi coyadald al-mexolbhel(-mo}mellbKemhmexo\lem-ic-halenhale| 
olbhamadoyaamdal-mO@1511/ Mo mence)'\(omaat-hal.c-mcomiecmoiblivolaam-Loarc-sandebaom=yalephal= 
halo mecelColeheuolemalct-Lemeyheqat-]obria'dcmillbliee-Leloy alse 
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SEABASE DELTA 


Firebird, 1985 


Peter Torrance and Colin Liddle wrote Seabase Delta as a direct 
sequel to their earlier hit Subsunk. Continuing the story, reporter Ed 
Lines still can't escape despite sending the required distress signal 
from the submarine Sea Lion. Having intercepted the signal, aliens 
or} olabhdomdalomcjolom-bavem-sqleg-) om hassausy-r-lol-l\-mDI-]ic-Mudals) dom sto at-Komce 
1UbaNcchicqlmd alm aahiaciccy alo) md alow oy-kci-m- bale Mos\or-hel-m hau: Maahbautajolomm Mal= 

ingen d=rohlo)him ake) aX=t31 mien qai-y akc} avo) and at- lar. foley aal-\omd atom oy-lel.¢-Vephalemolmual= 

FW ulay rere loko bal atc. kowe day eo) (-Keraio My jiahdale-Weaaholel aWaaloyc-maatcsar-Voubatem-Nalel 
Flucssquakosamen¢-1e)eshalem @leice) ob l-ye- hale Mm D-1ir- mi \c-tow-n alold al-sare(ololemte- 106 K-m an ope) 
| pha=loyb qe mel al-r- o}K-pmnabllmoym-Legales:jolal-ycow-Nalomel-v-salani\sgienatem 


BOOK OF THE DEAD 


Essential Myth, 1987 


Essential Myth were a Tewkesbury based developer who penned a 

lo) ¢-\exomo)ime- Lo hié=s hab ha=t:ws Ko) and a\-w/),@ts) ol-1e1d ab haammece) aah el bit=) am slele), ae) muet-mD)-)-Te 
was their first commercial release, created by the team of Lee 
Hodgson, Mark Davies and Andrew Dean, all of whom shared 
development duties. 


AVeg@haccyaMbisshalem Oy. (Gmmdal-mor-baalom-saaleya-ler-tc- Mm aahiaar-Vemovm ate atgolur-yal 
qahyad ale) cole pl=tcw-n ake Mor-kcje-e a= o)t-hi{=) ar-KoWs QC=1d aber- Ms aanhaloy mol-saqulerolemy-1-).ahale| 
EMA Ve hab alcomealcw-baccyquhicw-Nalombaahaakolar-lngtam iace-Wmatonic-1mantaliemiialoycomdal= 
ole Mics are Kola htcalhymciai-) ¢cmeKor- hd abar- Bale mdal-mer-haqkqmicmol-r-LONGnaUliaymolonmcoler-isal-vg 
lop} adatom \/iadalmc-r-haaM\ahdalcveyaalom al-r-1are1b Fico} aabict-luleyalsmey im C7. \Ommslom aahecelal 
so that it was picked up by CRL and re-released with a few minor 
fong-he)abker-lma/\{-t-¥.¢:omy ole luksyaur-Nalom elo) aecmcomdal-m@iorm- bale aUaahiac-\on 
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MATT LUCAS 
Players Software, 1987 


We featured Alex Williams’ answer to Miami Vice, Matt Lucas, in our 
look at detective adventures back in issue 04. It's one of the better 
GAC’d games, with a quick parser, neat character set and decent 
fog} e) qbKerswemr-llel-shant=>4 trey alk} moyaleak-m@reyaqhaaloleko}a-molm 





Players were a competent budget house, and Matt Lucas was a fine 
FYokonhuleyamcom-hahiceyal-m-mere)| (sera los ambmicolom ic baltsiom-mer-Naak-mear-lmol-saxcceidays 
(or-¥ oqo ba =ie Md aX=m ole) o)blt-balOLo Meco) om dal-sqal=tsMey md alomslO)sp 
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THE FRIDGE DOOR IS OPEN PROBABLY 
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Mastertronic, 1986 


1 DY=\' c=) (eo) ols cecie- batso mp gels abaat-sahenavemi\sieam@ahtgey alo mbly-sanbaht-)ar-le-molepabate| 
idalomaqbketa—slefahal-wnam-Nam-Nac-yaayelacom eyaleker-meal-mer-yelel-1a)(-1-amdal= 
sopiéiu Kol ea lval=l(obhakem-baer-Kol=molt-hi¢-sar-bale (=> aannaholehayolbbar-jem @1bar(omieltstoyal 
and Les Hogarth, working together as Softel, were deft exponents of 
this technique and created Zzzz - a sweet little adventure that 
iq ol (oygascw- Mon der- baal coy acomaellmoy im c-Haloloyaamudal=yaa\-tsymolt-\or-e-Nalem elbbAAC-ce 
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You have found the Very Secret 


Hiding Place, hidden for years 
underneath the castle. Probably 
boiilt one of ancestors 
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to stash the cash, totally 
Lee Ss Lae tunnel leads hack 
west. 

You can also see here: 

An incredible amount of treasure 
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CUSTERDS QUEST 


Alpha-Omega Software, 1986 


PaWacz) @ecshaGhate ml ablsm Ola i-a1(-1k-m ba hols lo om Ox e- he mDI- halter mConi(-) ao) mr-llmdabbate rs 
ise hah @Ker- | mos d=r- Nt 10m OTE RK) cok MO@lE(--1 me lonahalem-Namhale=yalcsai(omar\(om\is1-).q el-salele! 
at his keyboard using Gilsoft’s The Quill and Illustrator. 


Or c-hlemat-lomaat-vahiar-Voatc-yahqueahalemnandiel-yaler-tcmm aU Coyaletylol-mabicm (onicmieya 
serious adventures such as The Hobbit, his sense of mischief was 
Syakexol bh e-herarom onia el (chiahave mcoyale ib(-taha bred al=(-).qignd (1a goyaa islam s} alel-eoe- hale! 
Fergus McNeil's Delta 4 - specifically citing The Boggit as being one 
o) i abEswr- hiColUhaN=mer-Naql=seae nda bhai aud al-movoyaalslonlom-joleleym-he) 0) cel-Korlaly |bEcit 

IUNAC Yom aahiarci=) at{-moymalbhaqvolon am @xe-blemcoliom.<-15com@t-haal-) acm ena-l-saalom U-hlelae 
m-Walombnatekolelolc-olhia-laneal-manaqX-m ani \c-Baltcromuom-saqhoit-lc-mea\-m .ahalemopmer-baal= 
that Delta 4 were renowned for producing.” 


IDE: Wali oh colenblex-rom-Wmer-haalomuat-lan)\c-low- malaepatem-ie-le)(-saqt-lc-mcom anh: 
illustrious peers. Quest followed the main protagonist, Sir Coward De 
GUE (=y dobre rel l(c Nahal.cabes quan \davom at-(omcome gh el{-m-\esqolt-- Ml (-Halemcomei=si-t-har- bal 
aval MN (You coh qak- balers) au bain al-wl Ko)’\\(-sqro}ms Dloloyaamm hareK-luhic-sqs10m-MU-seannlomer-baal= 
01 moymtcbaqyeleloyal=y abate mabbau-bavemcvoyaq\-manebaqkoloncolblcw-Nalomnti-ll@\senacsyal 
prose. 


Since CRL had published Delta 4's Bored of the Rings, Davis 
(bE) of- hod allo m- evo)}eh/mcomdal-saqmhamedal-male)ol-mdal-y\memanalom@ye(-cim-luee-leiwhi 
Shalexcm han /\e- Fw coyaaur-Mcshaqhit-bapaakelolcomm Mal-ytmonlobmelbhupaaii-t-Fi-omhantar-Mdalcrha 
[obo lof-ialk-Vol-] @aNhe)at-mOnaat-rer-machameha@at) alicia whice=]ohe-havelemeyb maaloyaldans 
[Ness on @9 nan doate-Baahel=vemaat-mobe-halem- bale Mm acby olololekslal-lom-M coaahs\-1e O15 (21a 
benefitting from The Quill’s new text compression utility The Press to 
squeeze in even more gags. “I added a heap more text, jokes and 
a5) oLos aX=sm COSA UMiad abbatetcmicolbmaahies ahunqiscl-m banal @xe-hkem—».qo)t-bhal-ie mice) 
Mason. 


Make sure you play this sharply-written parody that received a well- 
deserved Crash Smash from Derek Brewster himself. 
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RIGEL'S REVENGE 
Mastertronic, 1987 


Smart Egg software were Nigel Brookes, Ron Harris, Said Hassan and 
1 SCo}s3:is kb a goa a oats ah-Xo ir e (olele m el-ohlenc-\-mhal-lont(-sanabna-m-londalolanaler 
lat-Wahale mere)it-leloye-Lenalem-Kmsyqat-V aul 00m Ko) adak-mo)alephat-lay i al-mey-1q mcm il (-m-hale 
enhancing versions of Harvey Lodder’s The Quest for the Golden 
Eggcup and Mike White's Quann Tulla [released as Federation]. 


Rigel’s Revenge cast the player as Harper, a journalist who finds 
labbaatsy-1hm-sqaloycoyl(-romhaMmdal-m qquloksjmey mic.) ae) amd al-mevo)](oyahi me) male (-] Mh 
loX=aqr\(={-5q Ma ecw halo nKer=yqlob hom ol-r0)e)(-\send alow aaler-ller-balcwe-halomedal-mnaahel-sar-lntjale 
| =ro (=) cha Ko) aba atom alot] Unt Nakcm at-hicom- i Dlolosaatsyor-hias\sk- lol ahbak-m-nalem@ahacr-iuosal 
to unleash it unless the Federation leave the planet. So, it’s up to you 
Vom ahavemd al-vhasatcr-lole[br-baucsacm- hale Menkct-lo)(mdal-mol-\iake-m- herbal me eolie 


Using a modified version of The Quill, Rigel was a departure for 
Syaqt- bags stele mmobAjol—yalcshalem/\ahdaMmeatcsn aonVor- 1 @r-hale- toy) mcver-sal-belo\swke)ar- lal. cel 
| oxoylK=Yo Mare K=ss1o)k- 1t-msior l=) aleX-ts alerskosam-jcola)meymabLabhc-malenaat-bamero)ahielele 


SPYTREK 


Americana, 1986 


Spytrek was another release from Americana coded by the prolific 
| X-1=9 al Koy ag- haler-mantdaless\-meceyahealelbhaleyalsmcom eb lole(-ia-lohic-salaond-tsmevolellomnl ime! 
[Ee hdef-moleyauko)ameymdal-m-yqheal-\:wbamelbbaer-](-Je) cle) aimci-reidleyae 


BM abies Col ai mice iac-Hleslahanecoyaqmd atom ol-\er- mo) m-NaMk-baula (-1aquhalemale)'c-]emnal 
Spytrek’s case subtitled "Boldly spy where most spies have spied 
before.’ In Spytrek, we have a very familiar story - a government 
secret agent, his identity compromised, hides secret plans and you're 
Mike Rodot [not the slickest of secret agent names], dispatched to 
France to retrieve them. 


LO shake mM @7.VGm dahtsmonaaX-mh id ahkel almyicoybl (oll el-\erosaal-m Ko) ac-hale-h-m colo] o}mel aleyler= 
for future games], instead of The Quill, a more tardy response time 
Wale Melubhqatsy\ mor Nac\-9ar- Ric BhGmolonmdal=ya-m-Naomoltqsqla)meymabkelala-solieheleyal 

fo pg-he) qh Kersey qaXom que haaolongm-balom-Manhalandat-laieat—mer-baaX-my\c-lmoyalenhar-liarg 

Veg hac-yau-bswmdq\-mabar-lm-Vonic-yalqong-mha-Molelelibial.¢ks\-1-ley-ki-m D-lhemeallole ne 
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aqog setttled down to gnaw the bone. 
FU 


Harper paused. He could hear strange 
scufFfling noises coming from the 
Shadows. The little dog gave an anxious 
yelp, rabbed the bone and Llsappeared 
roe ee oe ee ee 


Several large dogs appeared... 


They must have heen a mutated FRigellian 

Strain. ey certainly didn’t look like 

any dogs Harper had ever seen herore . 

yoo P15. for a start. Too many claws and 
ee ' 


Harper’s collar pear tee es ee A 
tight. “Nice doggies!" & ventured 
without much conviction. 
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FOUR MINUTES TO MIDNIGHT 


8th Day Software, 1985 


Mike White launched 8th Day Software as the budget budget house 
in October of 1984. His initial price point of £1.75 even undercut 
IER ssn goyahvomn\sqvo at-lom oha-aiacoleriai majong o)ans\-re mer ghulerm oval el-shalemahele(-iars 
successful in a market that wouldn't sustain the sales figures 
1@s1e URN C=Xo Ml ohimexosaaher-babl=tsmcoms qqt-V.q-m olgovanecmageyaqmer-baalstom\aidamcjelel amos 
margins. But, make no mistake, even with the cheap price White 
aNVccWahesro mom ey cole hoKer-mer-baa\c\cmear- Lani) com ohad ahimoym- maoll@ oyaler-melel.<—1 mma (— 
hope we've produced £7 games for £1.75" he told Personal Computer 
News. The initial launch of the “Games Without Frontiers” series 
included Cuddles, Quann Tulla, Ice Station Zero, Faerie, In Search of 
Angels and Four Minutes To Midnight in 1985. 


Four Minutes To Midnight, saw the price point shifted upwards bya 
fo] bbe bam o) heme aX-mone-lol.¢-sqrovm-bau-(oh'c-)ahaeba-mcjellmeyai-yq-rombbalel-r-le-lel(omic-lhei= 
for money. It probably isn't Mike's best game, but it’s close, being a 
jaublot=|\im=vahe-yac-nhabhalem hdakolblefau-Numabaal-ssmonabiovcesaianated Madaballunalem-bavel 
ibahualesbuhalem-lohic-sqlauha-mbaksjoyhaqco ml ohiarel-yolal-sal.@hale Mal Mal-moluc-halo mm Mal= 

Si (oy aac ol =s- yar Koo} alo Moy ind aloec1UR arahico) cme ao) aqme-mel=r-lolhimey-leit-sal-melbile) act. le 
LGM Uh OM Com d alomolt-hic-sanbai/iloletlo/almcon (-1-\om-l o}-baqime) Muhic-mcOn Alea (oy as 
across a devastated America in search of sanctuary. 


Ii aTMO]ETIBtmory-1o coke (olele m=) ni-ro1 al haahblolamhaaye)conic-lombamdal-mer-haak-eomagt-banis 
re-releases with better text and graphics] and White provides his 
1UESIOR-1Manlelamcie-Nalor-ncomeym\sahuhale mm Mal-sq-mce-lCcYomdal-muc-lol-saat-ba.qrhavelienssloyal 
‘ohm. mat- aqme) colenc-haamosameseK-m sme) md al-mer-F-s\-140-m a ar-las at-lomd atom er-lel.cengelenatel 
Come) dal=) arsid al DI- hime r- ba al=soer- cc) | Foe ene ble (=m Key a aKoy'aler-\-o} am alo) im comelt- his 
adventures. 












































MANSION: ADVENTURE 1 


WU hes gole(=-1 paw boop) 


Oh alephar-lihianc-itcr-bi-16 hau Reloymn\saosqMicolomexolel(ome(-im- Achim ahdall syatey Le 
fof-Waakasspw ie Datcy(o)a baa Voar(-1alacigem’ t-te mel alqt-¥ oe- bale mel al-\-sanblmer-baal-mmyiahdaire| 
1qaXc} (ow Oe) ar-Yoml (oler- Lule) alsyar-nalom-mat- have baelmoymuUty-r-le)(-mic-sde\cmm iE Tak lear 
1bbaksyongeyarsyhale | Ava at-kcmtcolemsi-1-8 del auhavem-bamo)coll alelblsi-m ko) ar Bi-lelbl (olen 
ohE-baakeyalom-hale Micw- me na-r-lup haus colonbleivey aime) at-li(-sale(-mie) maeyisle-e 


hen Sc-Yowr- abl Gy ovaker-e-bnk-bhankeyandal-mD)¢-eloyabm ele h@o mt (-t- acm t-1t-) mealomer-haals 
Ye) ol=r-Nas1o me Koy ar ol bloker-1m obaler-m-loyalemi\aheamoldal-yanehd(-\macolaamealcmct-) aos 
[such as Castle Dracula and Jerusalem] for the Commodore 16. 
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EL DORADO 


Atlantis Software, 1985 


PavdCcNahekcmitichqom-Maahelaiael(-lukeyaaame-hi\r-baota)ahahabhavemelbloker-smoblelbival-yandar-ue 
released a stack of games across all genres. Part of their catalogue 
sVccKoweKosaahbar-iC=1o Ml ohtar- Ws ¢-NA@o)mU-p.aur-LeAic-y algun down alelublonhale my K-yec)e) (<a K-)ace) a 
Escape from Khoshima, Marie Celeste, Moron, the Mafia Contract 
series and this little beauty from Dale Samson, El Dorado. 





The year is 1532, and you are bold conquistador, Pisartis [ahem!], 

(o =Y-y oben d alt= ponated (=1-MoymeyolhdalaUaalsyalet-Mc\-t- heel ahbalemcoyaidal-mr-loli-omeleltomeyi 
|= DYoy @-\o Comm D Uh abate mi olen at-» qel-rohhalosamyolem-salero)bbalt=) aidalcmcic-laek-mopmb ater. 
S]Uha Crore ms haem’ dake meroyant-aiemdahcolble sal: Maahtsi(-) ecole lmhahal=sanioyle-mr- Meese 
Koy argo) om Com uh alo mdal-mero)(o-sqll a (-1bqal-imopmac-shaler-Naar-lulojamedat-iuniallm-rar-le)(= 

1d al=me (ole mcomelt-bhaamr-Wme)t-ler-m-baaloyater-iqndal-moldal-) aubaahaakeyar-lmol—ihalet mm Mal= 

fo Lb Kass] ane .¢otsmd alow ol (-aicosamd an colbler alr. Morey al\-(e1bhUAt(omud-t- Fon dom ale hahemdabgelelesal 
1b lolcsiag-Nalct- balm of-kc}st-e(sssymm ona d-bqablolcw- have mcoyaalesmall(-romrtahdale-llmaqt-bahal=) aeyi 
Vale il of=r-Fsjusm-nalemer-Waler-scelelcmt-loyiaanaldatse 


|= DYoy @- Yo Cone (-1uhic-s acm me (olelemat-baa-lent(-me-huaakolsjolal-selom-havemi\senenalemeymenacr-lt 
oC=jold amu hecm a ghacsyamorshale my Mal-m@ictlimmaat=r-habbatemdat-Nundal=mor-he:\-) anime Lb blel.@ 
Wale Mey-haahcyopauak-lsMenast-ltclom-Mi-) @(-smeymerablel-Molbla-ac-leluhi(cmr-balemel(-accid 
1bES\os aero l=smh allo mepe-holabkersw Ko) alcoler-luleyamllnelia¢-Laroyatce 
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THE REALM 


Cult, 1985 


As an offshoot of DoH Games, Cult were a publisher better known for 
idal=yhamolblole lim g-hale(-mey my oloyaucmaat-nat-kercsaatyah@r-bavemcshaahelt-lakeyamer-baalcrs 

@-hd a=) and at-b amor) d=] e)¢-1@-lont(-sahabhanate mm DI-\:)oyhuomd ar-Lemsn aly Relotomd al=aiae asl (=t-bs{-16 
The Damned Forest [though more an RPG] and a re-release of Ian 
Willy's The Realm. 





Oh alepbar-llhianc-it-r-bi-10 osama dalomcslolMosma A BAUM acvovamcw oroy atale my E-lel-\el-1 gum Mal= 
Realm was written “in a damp flat in Nottingham by a work-shy pop 
IU hel=yec1e-hanutcchabat-lol-mam hmoynicyq-vomd alow alenic-] Mel alosKor-moymo)t-ai(-) me (-salel=y4 

Kol at-baXe phate md al-m’\e- had al-mer-baak-meco)bl kel ol-meroyaahel(-i¢-\ol mel at-Naqaunate| 
qakeyqloled ahgoyaal=mena- le) abkerse-balem-Mc1uc-Nlelaucanceya/\c-haemnt(-) dela alelonaMel- 8 e\-3 @ 
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NECRIS DOME 


Codemasters, 1986 


Dome is set in a future where the Earth's resources are depleted and 
Comoro) ali-) aic-maieae- lm =sal=s ce pia hdale)blosaM me loyamal.caoyi\miidahi mum ico)bliol mdal-mel-r-lol 
Nam akomkosake (=) al olen al-rom olehqubakcic—r-loMonicyoy- heel al-omcom-hameydesiunatey 
qatcHbbsxol(qsonaqmeat-haqk=1o med aX-m\\(-1e4 hsm los aal-mm Obabcoyauubat-lc-lumdal-mel-yel-Natcre 
Wao aM ie cots] on ale mba ol-t-lex-m Ko) alco) ale me-tomd alow-balongoylom ley aaat-Nalongeylomnamdanas 
(orcad ov ate hauecwd at-hep ab hand alms) er-Ler-mer-saalcit-) aime (om assalcler-lol-m-havemol-ephaMce 
threaten the planet. 


mf s{-1-1 a obo le(-imr-lohi-salabna-M-a1(-) dM =>.colt-bhaal-romudal-mue-lol-1aqt-t4.ql @xvolel-saal-kit=3 6s 
lolibhdoymr-balemdahisme7- (Ome mer-baal-mi cosa Oy at-bal-\cmsy at-home l.¢- Ml Mal-mDid-t-baabhate 
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THE DEVIL'S HAND 


Compass Software, 1988 


halmdabicm oy-hud(sm-ler-bhaksjqndal-mol-hd.qsqko)ael-s:Mo)m-a\alem'colbime)t- halle) aa- lel ames aire! 
fo Lotsa coma g- Lol qeKoyi\aqmeal-meK-a'alal Dy e-¥,colalel=1ko) com alm oyanalef-Mor-bd.@al-sS-m ce) 
your world. 


The Devil’s Hand displays some excellent Quill and Illustrator 

joy colepa-baahaqhualeme-Nalom-Wabalomebale(-yaci¢-balonhaleMeymoyg-r\-saie-Locolam\andamel(csaays 
oy im ole) bis} alar- We al=t- Laskey aliar- halo me (ololombl\-moym\ouq=1-) amore] (olbba-m-balemoldal=ye 

=) aK sYou ecw RecA coy ad ala ayabate mom oslo .qbyoe-NahimosmuloyaM m-1aqhaaleyam-meldal=y 4 
Compass Software titles, especially his later PAW’d games. 








HRH & CUDDLES 


Powerplay, 1989 


Originally released by 8th Day Software for seven quid in 1986, 
Powerplay re-released HRH along with a free version of Cuddles for 
the pocket friendly price of £2.99 in 1989. 


Mike White's satricial take on the British Monarchy hasn't been so 
Vic p cate bhtaromcshaler-md al-mor-htse-Mopmc) oynaanatem baqt-\er-m-nalom Diovamasalsidhyas 
Flunky for Piranha software. 


MORE DISCOUNT DUNGEONS 


Spend a few pennies more: 


The Big Sleaze, Alternative Software (Re-release), 1987 
Run, Bronwynn, Run!, FSF Adventures, 1992 

Microfair Madness, Zenobi Software, 1991 

Se-Kaa of Assiah, Mastertronic, 1984 

oJ atau Wat-m ojo) (omm@x-yahe c-lmsyo)ibhaley alse Relclo 

Claws of Despair, Players Software, 1986 

Mafia Contract I/II, Atlantis Software, 1984/1986 

Vi KoXo) at-xor-) ol=am Malo Koha) alge igcmmcynaatoyaWsUlt-balsleyaat\s-b4-e-A0l0ls, 











DAVE HAWKINS 


A veteran of the British games industry, Dave Hawkins 
created The Wizard's Warrior before forming a 
publishing relationship with John Wilson and Zenobi 
for his sci-fi adventure Stranded. Through his own indie 
label, JumJam Games he's set to release a brand new 
adventure, The Eye of Borrack. 


Dave Hawkins first become interested in computers in his early 
teenage years. Not able to afford a computer or his own, he would 
spend time at a friend's house working on small BASIC games for the 
Sinclair ZX81 micro. His parents, seeing Dave's enthusiasm for 
technology duly surprised the young boy with a ZX81 of his own, 
complete with a 16K RAM pack. 


He was a keen Dungeons and Dragons fan and felt disappointed with 
the quality of games available on the market. He looked at several 
adventures, and after his experimentation with the ZX81 he started to 
explore the possibility of authoring his own software and soon found 
that this creativity was something that really appealed. 


[Dave] I fell in love with the idea of creating my own games. Sure, 
there were a lot of games that I'd say I was inspired by. The first 


=, 





adventure game I remember playing was Sorcerers Island, which I 
believe was on a Sinclair Research tape called Fantasy Games. 
Around the same time I was playing the imaginatively named 
Adventure A and Adventure B by Artic Computing. 


Did you experiment with writing early adventure games? You said 
you didn't use The Quill in the early days? Was there anything before 
Wizard's Warrior? 


[Dave] Yes, very much so, there wasn't anything commercial, but I 
wrote a number of text adventures in BASIC long before Wizard's 
Warrior. [...] They were fairly varied, some would be D&D themed, 
other were strategy. BASIC wasn't that fast in the old days, so you 
were limited by what you could write. [...] Idon't actually know why I 
didn't write anything using The Quill. I did own it, I just didn't get 
around to picking it up and learning it. 


Wizard's Warrior: The Quest Begins was released by Crusader 
Computing for the ZX Spectrum computer at the end of 1987. The 
warrior of which the title speaks is a child called Reld, in the 
protection of Sorcerer Randolorn - you. It's your responsibility to 
ensure the youngster is sufficiently trained in the magical arts before 
his destiny plunges him into a face-to-face confrontation with the 
evil black wizard Sator. Unfortunately, fate has intervened and the 
sorcerer's apprentice has been kidnapped. An audience with the 
Great White Council defines your quest, and you're off in search of 
the four great warriors of the realm in order to seek their aid. 


What are the early influences for WW — where did the story come 
from? There's a certain Lord of the Rings and Arthurian feel to the 
characters and plot? 


[Dave] A good question. The names were just invented, I'm not sure 


adjusted to almost any storyline. 


You make good use of many of the advanced functionality found 
within PAWS, such as GET ALL and other built-in commands - but 
you did say that you used a customised version of the tool. Did you 
find it hard to modify and was it that PAWS was restrictive in any 
way? 


[Dave] That was along time ago. I don't recall it being that hard, but I 
was young and had less life to deal with, so I would have had more 
time. [...] The parser was limited, but that's was really a limit of 8 bit 
machines. When you look at games such as The Hobbit, where the 
parser was very advanced for the time, the game itself wasn't that 
large. So, I guess it was really about compromise. I'd put a decent plot 
way above any advanced parsing. 


One of the areas which always fascinated me with early 8-bit games 
was the efforts by authors to implement good character interaction, 
and the primitive processes to what we've now call artificial 
intelligence. You make a good use of the SAY TO - how did you 
approach that? 


[Dave] [...] This was one of the areas where I paid extra attention to, 
ensuring that they would appear more intelligent than they actually 
were, although, they still weren't that bright In later games, I 
combined this with hard-coded AI, for example, having hard-coded 
routes that an AI would follow to enable a plot. I had a version [that] 
gave a strong core engine around which I would base my games. 
Although it never saw the light of day, there was a version that 
featured full combat and basic path-finding. So for example, the 
player could say to a character, SAY TO BOB GO TO THE 
CLOCKTOWER, and Bob would find the way. It was a little flaky, but it 
worked. 





“When you look at games such as The Hobbit, where the parser 
was advanced for the game [...] it was about compromise. I'd 
put a decent plot way above any advanced parsing.” 





that they were inspired by anything really, but I'm sure that they 
were. The plot, came from a lot of sources. If I were to say that there 
were any major influences, it would have been from the Belgariad 
series by David Eddings. I'm sure that some Lords of the Rings crept 
in there somewhere. 


You coded the game using PAWS - how did you develop the storyline 
and puzzles alongside using the utility. Can you give me an insight 
into the methods you used to design the game? 


[Dave] PAWS was an amazing tool, and really opened up the text 
adventure market to small developers. I actually used a custom 
version, as I'd made a small number of code changes to the source. It 
was a massive time saver for a developer though, so all in all, I'd say 
that PAWS was great to use. 


All of our games are developed from the ground up. I usually map out 
the game on paper, especially with the text adventures, and that was 
true of the older games as well. I generally have a plot outlined with 
the endgame planned from the start. A lot of the middle will expand 
beyond the original concept as the game grows. The beauty of text 
adventures is that 'plot' can easily be slipped in, not so easy with say, 
a shoot 'em up. 


These days, inspiration for a plot comes from a lot of sources, many 
of them are brain-stormed with the team, most of the adventure 
ideas actually come from conversions between my wife and I rather 
than the rest of the team, who are more, action game players. We'll 
take ideas from film, TV, books, history, etc. Almost anything really. 
Text adventures are a very flexible genre, and by nature can be 
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You also took a leaf out of games such as the many-times mentioned 
The Hobbit and Twin Kingdom Valley and provided each character 
within the game some semblance of individuality with individual 
abilities. When they were called upon they could perform commands 
that best suited them. Was this a D&D influence? 


[Dave] Yes, that was definitely inspired by D&D. I always felt that 
many games didn't take advantage of the Als enough, so it seemed to 
me that having abilities was a natural extension of the character 
system. 


WW is well polished, with some simple yet effective graphics. How 
easy did you find it to create graphics, and did you feel graphics were 
a necessary evil for adventures at that time? 


[Dave] PAWS had a great, easy to use graphics system, so creating 
them wasn't difficult. I had a look planned from the start, which 
always helps to get a decent feel to a game. I always felt that graphics, 
if used well, could add to an adventure. The sequel to Wizard's 
Warrior was called High Odds, and featured graphics which changed 
depending on the players actions and also contained clues. 


You also introduced a neat looking font too, could that have an effect 
on the user experience for the player? 


[Dave] I think that fonts are very important. They add a lot, and on 
the old machines at a fairly small memory cost. My favourite font 
wasn't really a font at all, but I always loved the look of The Hobbit, 
which simply reduced the gap between the letters to get 42 


characters across the screen. 


Do you think that WW was a learning and development journey for 
you, both in terms of programming and writing adventures? Would 
you change anything looking back, are there any elements that you'd 
like to improve? 


[Dave] I think I'd change some of the descriptions, my writing wasn't 
great back then. I'd also like to have added some additional 
commands. The intention for WW was that it was to be a three- 
parter. High Odds, now missing, was finished but never released, and 
part three, was started, but not completed. So, I would most likely 
want to tie the three games together a little better. 


How long did the game take to develop? 


[Dave] I'm not sure to be honest. I'd say a couple of months. Even 
back then, I designed games with a core engine in the background so 
that I could easily add features, or even create a new game with the 
core in place. 


Derek Brewster gave the game 84% in Crash. How did it feel seeing 
the game on shelves and featuring in the marquee magazine at the 
time? 


[Dave] Very happy. I actually remember going to WH Smiths to get 
my copy of Crash, as I knew that it was being reviewed. I'd always 
been a big fan of Derek Brewster and loved his reviews, so it was 
great to see such a positive response. I would have to say, that I held 
Derek in pretty high esteem, as I felt that his reviews reflected my 
opinions, so WW was in some ways tailored towards his opinions. 


I'm not sure if WW ever made it onto shelves, as Crusader Computing 
were mainly a mail order company, but it was always a buzz to know 
that something you'd created was being marketed. 


Your Sinclair was less enthusiastic about the game, and awarded it 
6/10. They seemed to devote the entire review to criticising the 
vocabulary logic, mentioning “careless programming” in their 
evaluation. It was a different ethos towards adventuring, whereas 
you wanted things to be TAKE(n) FROM a container, the reviewer 
found it an annoyance. 


[Dave] Well, no one likes negative feedback. At the time, I felt that 
they hadn't really looked at the game, but they did make some fair 
points in retrospect. [...] I remember feeling that the review was more 
of a review of PAWS than WW, but that was a long time ago. I'm a big 
fan of more complex parsing, and think TAKE FROM, DROP UNDER. 
PUT ON, etc are vital tools in immersing the player in the plot and 
devising more complex puzzles. 


Did it sell well? It was a mail-order affair with a publishing company 
called Crusader. Can you tell me more about them, and did you 
approach any other publishers with the game? 


[Dave] It wasn't the best seller of mine, but it did quite well if I recall. 
Crusader was actually a company ran by my sister's boyfriend (whose 
name escapes me), at the time. Normally I would have sent copies to 
publishers, but he made me an offer before the game was fully 
completed. 


You've mentioned High Odds, the sequel to WW, can you tell me 
more about it? If it was complete why was it never published? 


[Dave] High Odds followed on from WW, and the player took on the 
role of Reld as he grew into his legacy. The game was in two parts 
simply to accommodate my need to have interactive graphics with a 
complex plot. Crusader decided to cease trading. My sister's 
boyfriend was taking his PHD, and needed to focus on that, and I 
think he'd always intended to return to games, and simply didn't. 


Is there any chance that a copy lurks within the Hawkins’ archives? 
[Dave] There were only a few copies, all internal. I did actually have a 


copy up until about 12 years ago, but all my old Spectrum games, and 
hardware was stolen in a garage break in, including my original 





[Wizard's Warrior] Dave Hawkins’ first game takes inspiration from 
several classic fantasy tales with its sorcerers, apprentices, evil 
wizards, grand councils and great warriors. 





[Wizard's Warrior] Your search for Mortain of Vo’Oiver takes you to 
the edge of the city, and about to face a toll. Note the useful status 
line at the top, showing a turn count, score and a very brief location 
description. 





[Wizard's Warrior] A sleeping danger awaits unless you have a sweet 
distraction. Hawkins’ Wizard's Warrior makes full use of PAWS 
graphical capabilities, character interaction, and has plenty of user 
interface polish with its colourful presentation and pleasant font. 
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[Above] Stranded on the ZX Spectrum from Dave Hawkins showcased his superb writing style and his culminated and sublime expertise in 


using Gilsoft’s Professional Adventure Writing System. 


tapes. So I guess someone might have a copy, just not me. 


The final part to your proposed trilogy was started, but not 
completed. What came after Wizard's Warrior and High Odds? Can 
you remember anything about the title? 


[Dave] [...] It had a working title of The Final Confrontation. I still 
vaguely remember the plot, so who knows, it could be something 
that could see the light of day again as a remake. 


Stranded was Dave's second and final adventure, exclusively written 
for the ZX Spectrum computer using PAWS. It came late in the life of 
the Speccy, released in 1992 courtesy of John Wilson's Zenobi label. 


In Stranded you are an interstellar truck driver, the pilot of the 
transport ship Talisman on another routine and mundane 
intergalactic delivery mission to a far away world. Suddenly the ship 
strays into a meteor-storm, and despite raising the shields collides 
head-on with one of the rocks and plummets to the surface of a 


nearby alien planet. It's then a race against time to find a "Psi-Crystal" 


to repair the ship and escape. 


[Dave] Stranded evolved out of my other games, and really was a 
culmination of my vision for a great adventure. Of course, I say this, 
I'm not really sure what others think. Unbelievably, Stranded is listed 
in the top 100 best adventures according to World of Spectrum users, 
so that's a nice thing, but that does feel very overrated. 


Stranded arrived after a deluge of PAWS games. Did you look at any 
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of the other titles and evolve your own engine? One often talked 
about trick used by developers and the Gilsoft toolset was to 
disassemble other games by loading their code sections back into the 
utility so you could analyse the code? 


[Dave] The engine did evolve, for example for Stranded you could 
PUSH objects around that were too heavy to lift, which was used to 
good effect to solve some puzzles. I didn't actually know you could 
load other games back into the utility until many years later, so no. I 
doubt that I would have 'stolen' code, as part of the love for me was 
and is, solving coding problems. Still, [ll admit, that I wish I had 
known about it, simply from a developers point of view, it's great to 
see how others solve problems. 


You were always trying to push the boundaries of PAWS and into 
Stranded you added some unique commands including WHO and 
FOLLOW. Did you investigate adding external code using commands 
and functions called by EXTERN? 


[Dave] PAWS was, as I've said an excellent tool, but pushing 
boundaries was an important part of the whole development process 
for me. I of course, was very inspired by a lot of games at the time, 
and wanted to develop the ‘ultimate’ engine, so I was (and still am) 
keen to integrate as many features as possible. 


How did the publishing relationship with John Wilson of Zenobi 
Software occur? 


[Dave] I would have just sent it to John for consideration. I'm 


obviously very glad that he liked it enough to publish. John is 
actually currently helping to beta test our new text adventure The 
Eye of Borrack, so in many ways, the relationship continues-. 


[John Wilson] Like so many other games at the time, Stranded 
dropped on to my doormat completely unannounced — that was one 
of the pleasures of ‘snail-mail’, you just never knew what you were 
getting until the letter-box went ‘clang"’. [...] It was subjected to the 
‘first-impression’ test — a simple “load up and let's see how far we can 
go before boredom sets in” — thankfully that was quite a lengthy 
journey, so copies were made and sent out to the various ‘play- 
testers’ to work their magic on. 


There was a thriving indie community around adventures, with 
conferences and a raft of fanzines. Did you contribute to the scene? 


[Dave] I didn't really have a lot to do with the community. I spent 
sometime with Ian Andrews, who ran Incentive Software, as they 
were based in Reading, where I lived at the time, but that was as far 
as it went. 


1992 was well into the dying embers of the commercial Spectrum 
market. With that in mind, how well did Stranded sell? 


[Dave] Yes, it was late in the day, but I always felt that the Spectrum 
adventure scene was one of the last to disappear, if it ever truly did. 
Zenobi bought the rights to Stranded, so I'm not sure on sales. I don't 
even recall how much I received. 


It's ashame that you didn't create more games for the Spectrum. Why 
was there such a gap between games, and why didn't you develop 
any further adventures? 


[Dave] Well, as mentioned, the Spectrum's life was coming to an end, 
and I actually went travelling in the early 90's, which took me away 
from computers. I bought an Amiga when it came out and developed 
alot of games for my own amusement, but I didn't get back into 
commercial game development again until the mid 2000s. 


For the past few years, Dave Hawkins has been running a small indie 
development team called JimJam games. He has continued his love 
for the golden era of gaming, ensuring every JimJam release 
embraces the mantra of the 1980s and 1990s, “aiming to provide true 
classically styled gaming, [...] with a slight hint of what these games 
would have been with a little more processing power.” 


JimJam have been working on The Eye of Borrack, a brand new 
classic adventure that pays homage to the original Colossal Caves 
and cutting-edge 16-bit adventures from British developers 
Magnetic Scrolls and Level 9. 


According to the blurb, “The Eye of Borrack will take you back to 
yesteryear, with our take on the classic text adventure. You'll put the 
world of action games to one side, as you delve deeply into a rich, 
funny, imagination lead, text adventure. “ 


[Dave] The Eye of Borrack stems from my love of all things retro 
game related. Especially the 1980s which for me, was the true hay- 
day of gaming. The decision to write a brand-new game came about 
because of my love of parsing. [...] On top of that, how could any 
developer, who is very proud of our commitment to retro gaming, 
not return to his roots and no tackle the ultimate puzzle games. [...] I 
have to say, that the Eye was a difficult sell to the rest of the team, as 
it was so retro, one member hadn't even heard of the genre. 


It seems to be greatly inspired by the original Adventure, and 
underneath the advanced parser and graphics there's a good old- 
fashioned treasure hunt at the heart of Eye. What's the background to 
the game concept and the story? 


[Dave] I decided on the classic treasure hunt, as a nod to the 
Crowther and Woods original. I think it's also the easiest way to draw 
new players into the genre, with a simple to understand set of tasks. 
The story, which unfolds as you play, ties the hunt together witha 
more in-depth story. In the end, I would say, that the ultimate 
ambition would be for the game to lead towards an adventure 
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authoring tool. 


Its UI seems to be inspired by the original Magnetic Scrolls “scrolls” 
system, as well as the graphics from the remasters from Stroud 
Games who are using a similar technique to process original images 
from their games-— was this intentional? 


[Dave] I would say so, not just Magnetic Scrolls, but they did have 
major influence on the genre, so we're on fairly solid ground with a 
good looking system. 


The engine is authored with AppGamekKit. Has this lead to any 
difficulties in development, it doesn't immediately seem to lend itself 
as a platform for writing text adventures? 


[Dave] [...] I much prefer to code from scratch, and AppGameKit 
actually has a complex set of string handling commands which 
speed up the process. The parser is quite a bit more advanced that 
the original PAWS one, but that's what you'd expected 30 years on. I 
am aiming more for an Infocom style parsing system. For example, 
you can all ready say things like TAKE THE STEEL KEY, THE SOLID 
GREEN BOX AND THE SILVER GOBLET FROM THE ORNATE CHEST. 


Jos Hawkins is listed on the writing and design credits — can you tell 
me more of how you are working together? 


[Dave] Well, Jos is my wife, and also my fiercest critic, so here help 


with game design is very valuable. She was also a big fan of text 
adventures in the past, so has some already fairly set ideas about 
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Jungle Path 13:21:18 Score 20 of 3883 in 3 turns what makes a good game. She is also a lover of puzzles in general, so 
~ = — 
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Be ”f I'm sure we will see more complex, out of the box thinking in later 
bs DS - a games. 

What has the experience been like developing the game in the 
internet age where the feedback loop is instant. So much so, you've 
been using Discord with beta testers for example? 


[Dave] Well, it's certainly an advantage, but this kind of team 
management is part of my history, so it's a logical step. I think that 
it's more important to get this kind of feedback for puzzle/strategy 
games rather than say, a shoot 'em up, which is less complex game- 
play wise. Discord has been an amazing tool overall for getting faster 
feedback, and being able to respond live to questions. 


You have maintained the relationship with John Wilson for 
playtesting too — how has it been with John now playtesting and 
evaluating a game of yours? Useful to have such a competent 
adventurer? 


5a ee eee 


Score 40 of 3883 in 9 turns 


[Dave] John has been an amazing help, and as you say, he has a long 
history with such games, so it's been very useful. The beta team is 
made up of several users, all with more or less experience of the 
genre, SO we've spread the net pretty wide, so we can get a feel of the 
response we are likely to get from different users. We hope that this 
will result in a game appeals to a large range of players. 


Notably the combat system and D&D elements in Eye have either 
been refined or removed due to the response from testers. Has the 
feedback from the community steered the game in any direction you 
hadn't thought of? 


[Dave] [...] It has lead to a lot of ideas about how we could expand on 
the combat system, so, it's likely to return for a later game, in a much 
ee more advanced way. In general, the beta feedback hasn't changed 
inti | a iin the direction of the game, but it has lead to a lot of additional features 
that aid with playing. For example, we've added some additional 
commands, expanding and improved the EXAMINE and SEARCH 
systems for example, as well as improving some descriptions to offer 
clues. 





What are your plans for release — dates, platforms, etc? Are you 
thinking of a pure digital release? Any thoughts on a physical 
release? 


[Dave] At the moment, Eye will purely be a PC release, and only in 
digital format. It's likely that at some point, we'll convert to Mac, and 
later we'll look at mobile platforms, although this is an area we've 
generally steered clear of. We've no plans for a physical release at the 
: moment, but if the game does well enough, who knows. 
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[The Eye of Borrack] A brand new text adventure inspired by 
Adventure and other classic games due to be released by Hawkin’'s 
JimJam Games indie studio onto Steam in October 2019. 
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hopped across the pond to England to film an impressive 70 or so 
protagonists for his venture. But, on playing the film, before we have 
a chance to hear any of the interviews, the documentary begins, 
quite bizarrely if I'm honest, with a real-life spelunking tour through 
the sprawling caverns of the Mammoth Cave system in Kentucky. Its 
inclusion is to set the scene, and to put the historical record straight: 
the very first text adventure game, Adventure, or Colossal Caves, was 
in fact not based upon the real Colossal Caves, but was mapped from 
locations within Mammoth, and the Bedquit formations to be 
precise. The original Adventure author, William Crowther told 
Dennis Jerz [who Scott consulted for the exploration] that “the 
geometry [of the game] was lifted directly from Bedquilt Cave" 
instead of the Colossal Caves, with the grander title becoming 
embedded as the familiar moniker we all know today. Therein lies 
the argument to make this sequence the opener, but, it’s laborious, 
and would have been better suited as an extra on the DVD [or it could 
have been a brief montage from any caving system - who would 
have known?] Anyway, it’s nit-picking, someone may enjoy it and 
Scott looked to be having fun, and so that’s a good enough reason for 
me. 


After our trip plumbing the subterranean depths, we learn that 
Crowther left Adventure behind in 1977, with the unpolished code 
making its way onto an experimental computer network, only to be 
discovered by Don Woods. It was Woods who further developed the 
code, ironed out bugs, increased the rooms and added more 
treasures, puzzles and text,and thus can be credited with really 
giving the game its soul and mass appeal. With Crowther preferring 
to stay out of the limelight, we're left with Woods to be the initial 
luminary interview of GET LAMP. He's fascinating, and in total Scott 
talked with Don for over 2 hours [only snippets of which appear in 
the edited documentary - see GET GET LAMP] covering the history of 
finding the game, changes, and discussing the authors life over the 


[Opposite] Portland-based freelance illustrator Lukas Ketner provided 
the box art in the style of “the Atari Cartridge Art”. [Below] Digital 
archivist, historian and GET LAMP creator Jason Scott captured after 
a screening of the documentary in 2015. 





L. 


40+ years since Adventure become the defining influence for a whole 
genre of videogames. 


From there we move onto perhaps the biggest influence on 
adventuring on home micros both here and in the States — 
Adventure International founder Scott Adams [see Issue 05]. Adams 
again is compelling, discussing his entire career including a candid 
moment where the closure of Adventure International, and Scott's 
own commercial fallibility and mistakes are laid bare on film. 


The remainder of the interviews are virtually completely US-centric, 
with GET LAMP offering a broad brushstroke of anecdotes and 
perspectives from developers, players and adventure fans. Anyone 
familiar with any of the recent batch of gaming documentaries, 
notably From Bedrooms to Billions or Memoirs of a Spectrum Addict 
will be familiar with the format. There's about a dozen interviews 
with Infocom employees, from Bob Bates [recently returning to the 
adventure scene with the Kickstartered Thaumistry: In Charm's Way 
in 2017], Amy Briggs, Steve Meretzky, Mike Berylyn, Brian Moriarty 
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and the beautifully named Hollywood Anderson. 


Adventure International and Infocom both cast a spell on the US 
adventure market, and heavily influenced the ambition of British 
authors such as Level 9, Magnetic Scrolls [after the arrival of 128K 
and 16-bit machines could support an Infocom-esque parser], Brian 





“On the charge of ‘seems way focused 
on Infocom ... totally guilty.” 





Howarth and John Jones-Steele. It’s therefore no surprise that the 
Massachusetts company dominates the GET LAMP documentary, 
special features and digital DVD extras. Scott addresses this well- 
trodden strand of review criticism in his blog. “Well, on the charge of 
‘seems way focused on Infocom” he stated, “totally guilty as charged. 
Infocom is so important to the story of interactive fiction that 
besides a healthy mention in the middle of the main GET LAMP 
movie, there's a whole other 40-minute movie called EXAMINE 
INFOCOM on the disc that covers Infocom and Infocom, Infocom, 
Infocom." 


On the second disc I have extended bonus features discussing 
nothing but Infocom's Z-Machine, the unique aspects of Planetfall 
and a whole other host of Infocom-ish subjects. That's a fact. Book 


au 


me. 


We must also mention the huge Elephant in the Room wearing 
Union Jack trousers. There's a complete lack of representation of the 
British adventure industry - bar a couple of throwaway lines in the 
main feature from UK adventure historian and former Rainbird 
employee Richard Hewison. Scott quantifies the decision to leave the 
UK scene out completely by stated that “I quickly realised that I was 
out of my depth with the subject and wouldn't do a very good job of 
capturing all the aspects of Magnetic Scrolls, Level 9, and so on.” We 
are left with a few glimpses of British games via marketing and other 
paraphernalia [a brief snippet of Usborne’s much loved Write Your 
Own Adventure Programs book does appear] in the main thrust of 
the edit as GET LAMP intersperses the interviews with flashes of 
imagery during the talking. 


As a physical product you get two packed DVDs, with the first disk 


holding the documentary [with a few extras] in two edited versions — 


[Opposite] One of package's physical DVDs illustrated with a draft 
development sketch of the final artwork. 


interactive and non-interactive. There is a mixture of quality to the 
clips, all shot in the maximum available resolution of the time, before 
Blu Ray was in the affordable reach of mortals such as Scott. It’sa 
shame it isn't HD and there's some odd focus shifting and camera 
moving during interviews, but it doesn't distract too much from the 
subject matter and besides, its what is said that is most important. 
Credit to Scott for trying something innovative with the interactive 
version, where the viewer is allowed to select which branch of the 
narrative to follow. Playback can be particularly confusing, it isn't 
clear that you've watched every clip available and I found it 
problematic on my Windows 10 PC. Again, like the opening criticism, 
it’s really a minor issue and we have to forgive Jason who was writer, 
journalist, editor and digital creator on the entire project. If you want 
to see everything that GET LAMP has to offer, just watch the non- 
interactive version, 


The second disk holds bonus footage, with the Infocom features as 
the mainstay alongside a mix of imagery, extra interviews, 
illustrations and rough sketches of the DVD artwork. The additional 
interviews are of a varied quality and interest, featuring people such 
as John Romero who you get the impression was invited alongside 
more for his stardom than to talk about a vague lost adventure he'd 
written many years ago. There's also a nice running Easter Egg 
throughout the production with the appearance of the titular lamp, 
hidden away in plain sight during each of the interviews. Scott has 
made this into a quirky “Lamp Game” for viewers, to see if they can 
spot the lantern in many of the DVD's scenes. 


My copy was unfortunately missing the numbered collectable coin 
[reminiscent of the feelies included in other adventures aimed to 
bridge the gap between the physical and digital world] that has gone 
out with other versions. It may be that they were a limited edition, 
but the coins do seem to hold extra value and would have madea 
nice keepsake and lifted the whole package — which is superb, by the 
way and of high quality. The DVDs [nicely illustrated themselves] are 
encased with a three-panel, sturdy fold-out tray, complete witha 
luscious illustration from artist Lukas Ketner that summons 
memories of the early iconic Atari 2600 advertising and imagery. 


Though GET LAMP is getting long in the tooth, there are still a few 
copies left, priced at $45 for non-US orders, which may seem a little 
steep, but when you factor in international shipping and the low 
volume, high production costs these physical items demand then it 
becomes more reasonable. If you buy this documentary you're 
buying a huge chunk of Jason Scott himself, his love for the genre, 
and his personal quest to produce this film and commit these stories 
and individuals to the record for current and future generations. We 
owe Scott and others like him with the drive and determination to 
create such things a great deal of debt. They spent their personal 
time and often money producing and investing in bringing these 
stories to life for the community, stories that are often ignored by the 
mainstream media who seem to have lost interest in the genre's 
fanbase. 


GET LAMP is a treasure trove of an archive, despite the lack of British 
content, and an invaluable source for fans of the genre, writers and 
historians now, and in the future. In Scott’s own words, GET LAMP 
was an “idea [...] to provide something that wasn't there before, and 
be a delight for people who remember a subject or are curious about 
it, and get all the information and back-story they could want". 
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All games and artwork featured are the property of the copyright owners. Their 
images have been used respectfully and purely for review purposes and 
presented as a celebration of the games and artwork. 
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